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Power to the seers, 

the dreamers, 

the unsung superheros 

of entertainment. 

3D artists and animators, 

film makers and broadcasters. 

Those who raise up sinking ships, 

breathe life into monsters, 

conjure up ghosts. 

Those who have been humbled 

by a thousand feet of fresh film 

or the blank stare of a monitor. 

Those with images 

burning in their heads. 

You. 

Whose ideas 

are birthed in dark rooms, 

in the dead of the night, 

on the last smoke. 



89 Greene Editorial On the last Smoke. 
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Tag Media 
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World Image, S.L. 
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motion ever more fluid. 

At blinding, record-breaking speeds 

on Windows NT®. 

Our powerful TDZ ,U and StudioZ™ 

graphics workstations 

are built for you. 

Call 1-800-763-0242 or reach us at 
www.intergraph.com/digilalmedia. 
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RealiTools...\usX what 
every animator has been 
waiting for! This collection 
of 16 LightWave plug-ins 
from Dynamic Realities 
includes: 

Soft Reflections: A shader 
that allows realistic blending of shadows and can change a 
surface's reflectivity and transparency based on the bright- 
ness of the reflection. There is also a distance falloff option. 
The image above is aaaxemple °t this superb shader. 
Lighter: One ot the most advanced lighting engines for 
LightWave available! It allows selective inclusion and 
exclusion of lights, phase shitting the light, and changing 
the contrast of the surface's terminator. You can also have a 
surface transmit light (Le paper), 
Fresnel Shader: Controls for contrast and bias, surface 
modifications, and value limiting give this Fresnel shader the 
ability to create some of the most sophisticated effects ever 
seen, including pen and ink effects! 
Pencil Shader: This shader adds custom lines over the top 
of an image for that hand-drawn look. 
Shadow Blend: Ease the frustrations of compositing! This 
plug-in eliminates the need for front-projection mapping of 
shadows in CGIs. 

Also included: Video Lines, Video Noise, Brightness and Contrast 
Controls. QTVR Panorama, Ortho-VU, Front/Top/Side Views, 
Layout Distance Tools, Object Replacement, VistaPro Script 
Read/Write, Parenting, and PointString. 
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Tired of the same old 
look to your objects? 
Well, now you can spice 
them up with Fractalizer 
from Dynamic Realities! 
Make dirty surfaces, 
electric sparks, plasma, 
rust, and more with this 
new fractal noise shader, 




The features include: 



Five Color Spectrum: Allows easy and intuitive changing 

of the cloud size ancf the contrast between multiple colors. 

By applying the spectrum, you can obtain the effect of 

electric sparks. 

Radial Falloff: Specify your effect to disappear along the 

radius. 

Fractal Opacity: This feature makes it possible to put the 

fractal in a precisely defined area on the object. You can 

obtain many unique effects, like a burned out hole, by 

applying Fractal Opacity with Fractal Morphing. 

Fractal Morphing: Allows obtaining the effect of a changing 

color or texture without tedious object-by-object morphing. 

The possibility of changing each parameter gives you full 

control over the texture morphing. 

Keyframeable: All effects and controls are keyframeable for 

smooth morphs and gradual changes over time. 



Fractalizer will give your objects a whole new look! 
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1900APewaukeeRoad Waukesha Wl 531S8 USA 
Main 4H-549-2200 Fax .11.I.5-I9 2225 Sa las 8OO-944-5S20 

http://www.dynamlc-realities.com 

Fractalizer and Realflcols are available for the Intel. DEC Alpha, Macintosh. Sun. and SGI platforms. Lightwave and the LightWave logo are irademarks of NewTek LLP. Intel la a Irademarti ot Intel. Inc. DEC Alpha is 

a trademark 01 Digital Eleclrancs Corp Macintosh is a trademark of Apple. Inc. Sun is a trademark ol Solans. Inc. SGI is a trademark ol Silicon Graphics, Inc. RealiTools and Fractalizer. their logos, Ihe "Pkipflogo. 

and the Dynamic Realities logo are trademarks and copyright ol Dynamic Realities All other products mentioned ate trademarks ol their respective companies. © 1998 Dynamic Realities All tights rssen^d 
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TUTORIALS 

LightWave by Candlelight 

by Dave Jerrard 
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Exploring NeivTek: 

Strategic New 

Directions 

by Dick De Jong 
and Molly Dinkins 





COLUMNS 

Waves: The Structure of Digital Muse 24 

by John Gross 

Flying High: ToasterPaint Rubthru Creates the CARS . . 26 

by Joe Tracy 

LightWave 201: Fly Birdie Fly! 30 

by Scott Wheeler 

Wave F/X: My Tribute to Ray Harryhausen 34 

by Tom Williamson 

Mojo: Devil With a Silver Dress on 64 

by Mojo 

Your Flyer already contains 
the car, now turn it into a 

ON THE COVER- w ^ eo ''" e screen 

Page 26 
Ace Miles designed this 
issue's cover which, like most 
objects, started its life as a box. It 
was modeled and textured in four 
days using MetaNURBS. Miles is 
serving as lead animator for 
NewTek in San Francisco and also 
teaches LightWave 3D for tie 
Academy of Art and 3D Exchange. 



Mastering the candle-lit 
mood with LightWave 
3D on pages 40-49. 



WaveMaker 2.5 
automates Amiga 

LightWave 3D logo 
creation. See the 

review on page 38. 



REVIEWS 

Film Grain 36 

by Patrik Beck 

RWN Suite 37 

by Jean-Eric Henault 

WaveMaker 2.5 38 

by Bob Kelchum 



INTERACTIVE DREAMS 
Playable Television's 
Mark Stross 

page 14 




DEPARTMENTS 

TekTaik 4 

Amiga, Inc. enters into the 
"Cave ol Uncertainties." 

Premieres 6 

ImageFX 3.0 is here! 
Short Takes 8 

NewTek introduces Inspire 
3D to the market! Thornton 
to direct "Mystic Knights." 

Renders 49 

"Autumn Colors" captures 
the moment while "The 
Water Trough" seeks to 
become a game. 
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BY JDE TRACY 

Standing still in the 

Cane of Uncertainties 

can be very dangerous. 
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Beyond the 

CAVE Of UNCERTAINTIES 



Life is full of booby traps and decisions. What direction should I choose? 
How do I get beyond the obstacles to reach my goals? What sacrifices do 
I make for something I want? It's as if we're swept into an Indiana Jones 
adventure trying to reach that glowing statue that represents the fulfillment of a 
dream. 



Temple vfDied 11 

Action is the precursor to reaching a dream. People 
like John Gross. Scott Wheeler, and Grant Boucher 
didn't become successful overnight They had to 
travel through the Cave of Uncertainties and use 
then enthusiasm far that dream to master their 
domain It was the same with OCS/Freeze 
Fiame/Pixel Magic (featured m the July/August 
issue of NewTekniques) This is a company that a 
year ago came out of the blue to win the video 
sequel rights to Casper Contributing to that win 
was the artists' desire to master the LightWave 3D 
Caspet art before making the bid. That dedication 
has paid off again as they just recently were signed 
to do the next Casper project! As you read 
"Hollywood Roundup" (page 10). keep in mind that 
the advancements these LightWave companies 
have made started with a LightWave animator with 
a dream. They have been to the Cave of 
Uncertainties and beyond. 

Cave of UnceriaTntiei 

Deep within the Cave of Uncertainties is a company 
called Amiga, Inc. It has been nearly a year since 
Gateway 2000 became involved with the Amiga, 
purchasing the assets and forming Amiga. Inc. This 
apparently gave assurance that the platform would 
be the next Phoenix "rising from the ashes ' 
Outside of a lew licensing announcements, howev- 
er, we have not seen any progress from this compa- 
ny, which is losing more customers every day that 
they don't make a decision. Remember that the 
Cave of Uncertainties also contains booby traps and 
if you stand in one place, you'll be hit by the rolling 
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stone or flying dart as other explorers pass you. 
Gateway 2000 and Amiga. Inc. must act now (not 
tomorrow, but today) if they expect to have the sup- 
port of companies like NewTek and the support of 
useis who are growing increasingly frustrated with 
the stagnant exploration. 

Temple af HewTeh 

Beyond the Cave of Uncertainties is a bright, glow- 
ing room known as the Temple of NewTek (pages 18- 
23). Above a square stone in this room floats the 
"Wave of Light" treasure (also known as LightWave) 
that is sought by many. It s a beautiful treasure that 
seems to light the room like none other. But there's 
something more. A light wind seems to sw.rl around 
the room whispering the words "Inspire 3D" (page 8). 
It's a beautiful sound that you know will someday 
lead to another adventure. Yet in this room there 
remains another discovery to be made! Pushing 
aside the square stone reveals a bright light that fills 
the room with such force that the walls begin to 
crumble It's not a scary experience, however, 
because behind the crumbling walls are bright and 
beautiful colors reflective of the beautiful Northern 
Lights. It's a very curious sight with the meaning 
unknown until you glance down and see that the 
square stone has crumbled away into a sculpture 
that says NAB 1998. Hmmmm. I wonder what that 
could mean? 
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Enhance Your Digital image 

With New Training Videos for LightWave 5.5 and Photoshop 4.0! 




Photoshop Essentials 

If you use photoshop, you need this 
tape. Digital artist & instructor Katrln 
Eismann reveals amazing time saving 
tips & techniques for color correction, 
creative compositing, levels & curves, 
layers, keyboard shortcuts, hidden 
commands and much morel 



Plug-In Power 1 

Learn about three 
incredible Plug-Ins for 
LightWave 3D! Advanced 
modeling capabilities with 
Macroform, particle 
animation with Particle 
Storm & advanced image 
processing with WaveFilter, 
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Steamer 



Discover all you need to 
know about the amazing 
new volumetric lighting 
engine for LightWave 5.5. 
Create lightbeams, dust 
clouds, smoke trails and 
more! 



QuickStart 5.5 

A complete overview of LightWave 
5.5. NewTek's Don Ballance provides 
fundamental concepts in animation, 
modeling & surfacing techniques. 
Includes MetaNURBS tutorial plus a 
special "update" section for current 
LghtWove users. 



Organic Modeling 
& Animation 

Give your projects life-like 
qualities with techniques 
used by top professionals. 
Modeling tips, Puppet 
Master. Morph Gizmo, 
Inverse Kinematics & more! 







The Creative Magic of Ron Thornton 

Learn award winning techniques for modeling, surfacing, image compositing 
and special effects. Follow along using Ron Thornton's actual creations with the 
Digital FX CD Rom, filled with royaly free models, scenes & image sequences. 

• Spacecraft Model Design • Spacecraft Surfacing Techniques 

• Digital Cinematography • Cinematic Visual effects 

• Digital FX Collection CD Rom 



he LightWave 3D Essential Series 

Top CGI artist John Gross guides you through the fundamentals of 
LightWave 3D, cut months off your learning curve. From 3D basics to 
advanced tips and tricks for creating stunning 3D animation. This 
series is a must for every LightWave 3D artist 

• LightWave QuickStart . Surfacing Techniques 

• Mastering Modeler . Advanced Features 
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Sharpen Your Video Toaster, Flyer & LightWave 3D Skills The Easy Way! 







\ Pyrotechniques 

Create fre. smoke & 
explostc- effects iiith 
LightWave 3D 



Pro Flying Logo 
Techniques 

Broadcast i&chniques f 
logo & Text mooeimg. 
surfacing & animation 




Flyer Essentials 

Step-by-step Instruction for 
set-up, digrtijfhg video, 
editing tecKnques & final 
output S 



Flyer Advanced 
Techniques 

Laye'hg video, multi- 
channel audio & nigh 
resolution digital video 
effects 
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Great Toaster 
Graphics 

High end graphics with 
ToasterPoint & Toaster CG 
far 4 & 4 1 



Video Toaster 
Secrets 

Create graphics & 
effects automatically! 
Customize your Toaster 
tor speed & efflcency 





Video Toaster 
4000 Series 

Complete Video Toaster & 
LightWave 3D training. 
Specially priced 6 tape seraes! 

Video Toaster 2.0 
Essentials Series 

V.deo Toaster, ToosterPaint. 
ToasterCG & LightWave 3D 
plus advanced CG & Paint 
technk-jues, B tapes in all 



rtj*"" 



24 Hour Order Hot Line! 



1-800-377-1039 



30 Day Money Bock Guarantee! 

On-Line Order Catalog 

http://www.desktopimages.com/desktop/ 

Desktop Images 

P.O. Box 10908 Burbank, CA 91505, 818-841-8980 fax 818-841-B023 email - soles@desktopimages.com 
add $4.95 S&H for first tope plus $1.50 each additional tape. CA residents add sales tax. For PAL add S5.00 per tape 
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mastering the tools of tomorrow 





FLYER PRODUCTS 



National Amiga Flyer Case 



li 
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"lie National Amiga 
flyer Case is a modi- 

i lied PC mid-tower 
case ciealerj for (tie tas- 
iig needs ai Video toaster 
FEyer owners- It includes 
IM lens, four 3.5-in ch drive mounts, a ZJD-mtt pa supply. SCSI con- 
nections on the back. ISA slots, and fee activity light indicators. He dri- 
ves slide in and on! ol ttie case for easy access aid ttre case is made ef a 
snap-together design so chat no screws aie needed. The national Amiga 
Flyer Case is made and distributed by national Amiga, dealers nl Amiga 
products. Hie cost is S1G4. Additional lans are Sid each. National Amiga 
can be found on the Web at www.nationalaniga.com 01 by phone at (51 S) 

mm. 
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IMAGEFX J.O 

Nova Design. Inc. announced a 
major upgrade to its ImagefX 
product ImarjefX 3.0. Deferred 
to as the "Users Request" upgrade, version 3.0 contains an updated inter- 
face, instant asynchronous redrawing ol images, large previews, multiple 
image windows, real image layers, end more special elects. Ihe ml ei lace 
still follows professional standards for tie Amiga and the video industry with 
its paint box style approach, which has been built upon in ImagefX 3.0. Ihe 
upgrade interacts much closei with Ihe Video Toaster flyer than previous ver- 
sions and contains i wide range ol image file formats to supped mulli-plal- 
form inages. Ihe new Clouds module allows you to generate true fractal 
clouds that can asirrate their movement and evolve ever time, via batch pro- 
cession., iron one lorm to another. Oiler new effects are also included, lite 
Splash, which uses lay tracing and bump mapping to cieate liquid simula- 
tions nl ram, water sla surf Jell-D wiggles, and more. 
The upgiade Irani the ImagefX 7.1 through 11 release is SJ3.35 plus ship- 
ping. Versions of ImogeFX prior to 2.1 can be upgraded for Si Z4.9&. You can 
order via (GDI) 462 4369 in Ihe US and Canada, for international orders. 
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Viewpoint Textures 



Viewpoint now offers texture maps for license with the 
3D models in its Premier catalog. Created in response 
to increasing customer demand for production-ready 
3D models. Viewpoint's photorealistic texture maps- 
combined with its Premier library of more than 10,000 
high-quality 3D models — offer a cost-effective and time- 
saving solution for 3D content developers. 

When licensing texture maps with Viewpoint mod- 
els, customers will receive the mode! geometry, UV coor- 
dinates, and image files applied to the geometry. These 
image files can be modified easily with photo editing 
tools, allowing users to customize the textures, and any 
accompanying layers, for their specific needs. 

Viewpoint's texture maps can be applied to the 
majority of its models for between $200 and $400. For 
models purchased in a Freedom Collection, the most 
popular method of licensing models from Viewpoint, 
texture maps can be purchased starting at $100 per 
model. Call Viewpoint at (801} 229-3000 or browse 
www.viewpoint.com. 
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NEW LIGHTWAVE 
PRODUCTS 

Viewpoint Textures 

VertiLeclric 1.1 

NEW 

TOASTER/FLYER 

PRODUCTS 

National Amiga Flyer 
Case 

ImageFX 3.0 



VertiLectric 1.1 




Rgesiectfic 1.1, with many new 
y features, is now shipping lor 
I Intel and DEC Alpha. Ssmeoi 
lite new features include: 

Static Soils - Allows yon id create 
kits thai held their shape across 



Thick Bolts - Allows Ihe designa- 
tion of a starting mi ending radius 



■Allows you 
Id create holts that strike through a 
parented eta of sail objects. 

Itorphable Bulls in Ijyoit - Gives 
you Ihe option ol using level subdi- 
vided lolls in lighlWave fill's 
layout. It creates holts wilh Ihe 
same number and order ef points 
every line, thus allowing them to 
he made morphalle. 

Also new is an inpfoied user inter- 
face. Version 1.1 also allows you 
to set a directory to ose lor 
ScreamerNet rendering. Ihe cost 
for Metric 1.1 is $99.95 plus 
shipping, lo order call (800)205- 
5101 or visit Ihe Blevins 
Enterprises Web site al blip:// 
bei.rnascow.C9m. 
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LIGHT-ROM GOLD, 4&5 bundle special 
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LIGHT-ROM 5 is a three CD-ROM set featuring a 
new collection of Lightwave objects & scene 
files for any version of Lightwave on any 
computer platform supported by Lightwave. 
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In addition to the new Lightwave collection, 
there are collections of Image maps and Image 
map sequences, 3D Studio objects (200 megs 
importable into Lightwave), Imagine objects 
(190 megs) and 240 Image Backdrops in 
752x 480 resolution in IFF24 & Targa 
formats. As with all LIGHT-ROM CD-ROMs, 
these collections on LIGHT-ROM 5 include 
thumbnail renderings for easy previewing 
(except imagine objects) 

MMlltWVl- 



IMWNKMf GOLD 

regular $ 39 95 sale s 24 95 

'LIGHT-ROM GOLD is a golden resource. " 

Dan Ablan, author of Lightwave Power Guide, VTU 1/97 

UQHT-RQM 4 (2 CDs) 

regular *44 9S sale $ 29 95 



BJECTS FROM LIGHT-ROM 5 




ehicles Licensed from Oberland Computers 




Ken Van Brocklin Loren Sharp Alex Lug 

Call for FREE LIGHT-ROM GOLD, 4 & 5 Index Guide 



ORDERS ONLY 1*800 • 265- 4041 

VOICE /FAX -502-363-2986 - Shipping is $4.95 for U.S. & Canada - $6.95 International / C.O.D. $4.50 Extra 
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NewTek Partners, L.R is preparing to ship a new product to the 
market in mid-March called Inspire 3D. The 3D program is 
designed specifically for the needs of print graphics artists, 
Web developers, ad agencies, and multimedia content developers. 
Inspire 3D will be compatible with Intel and Mac systems, both of which 

will be released at the same time. 

Inspire 3D, with the same basic tools as NewTek's LightWave 3D program, will cost around 
S500. The program includes what NewTek's marketing director Steve Herrmann calls a "killer 
multimedia tutorial." The tutorial takes the user through a 3D learning experience that focus- 
es on the aspects of 3D history and creation As the tutorial advances, it gets more in-depth, 
helping the user to master 3D techniques. 

For more information on Inspire 3D, check out NewTek's Web site at www.newtek.com and 
visit the NewTekmques Web site at www.newtekniques.com. 
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"taction Imaging, one ol Ihe leading 
■lignite 3D effects companies in the industry. 

is preparing lo move its offices doe to an over- 
ling of animators at the current location. The 
to, expected to bo completed by late February, will 
only three blocks from its torrent location io 
encia,CA. 

According in Jell Scheetz. supervising anima- 
tor Foundation Imaging, the move was motivated 

3 new show tfiey aie doing called "Mystic Knights 
ir If a dog" (see "Hollywrad Roundup," page 10). 
ndation Imaging'; new home will be three limes 
ger thao the correnl location and will inclode a 
y equipped practical effects shop, a blue-screen 
cling stage, room for many mire animators, and a 
manent motion capture stage with software that 
export LightWave scene fi! es. Foundation Imaging 
o plans to hire mare animators in the comiog 
oths. 
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...that rush of adrenaline after creating 
something so wild, so breathtaking 
that you've startled yourself? 

One And Only Media, creators of MacroFomn™, proudly introduces FXtreme™ and 
FXtremePRO™. These groundbreaking plug-ins allow you to create custom mesh deformation 
effects in LightWave3D™ Layout. The dynamic interface features an interactive OpenGL 
preview; timeline graph; and a hierarchical action list which allows you to assemble and 
manipulate your own infinite number of layered effects to any object. 

FXtreme explodes with endless animation possi- 
bilities. It includes three built-in modules: 
FlexFX™ which contains RailBend, RailMold, 
RailScale, RailTwist and RailWarp; XFormFX™; 
and ControlFX™. Create effects that would 
make even the seasoned 3D pro cringe in fear! 
And speaking of the Pro's... 

FXtremePRO is a must for ail professional 

LighiWave3D animators! A compilation of FXtreme, MorphFX™ and powerful target types such 
as: Meta Effectors™ and spline patches, FXtremePRO allows you to have maximum control over 
your effects. Plus the PRO version is expandable! This allows you the flexibility of purchasing 
future FX power modules from One And Only Media such as DeformFX™, TimeFX™, etc. 
Effects can be as simple or as complex as you need; from a simple FlexFX bend through 
LightWave nulls, to a RailScaled, RailBent, MetaEffector cluster controlled, local TimeFX shifted. 
MorphFX channel morph. In other words, you decide the complexity based on your needs. All 
this power to help you unleash your creative beast. 

So, plug in FXtreme/PRO and let your cReatlvity rUn WiLD! 

FXtreme /FXtremePRO" 




For availability contact your Lightwave3D 
dealer or distributor, or you can visit our web 
site at httpy/chelsea.ios.c-om:80/~oaornedia 
for more information, system requirement, 
and demo software. 




One And Only Media 

PO Box 218 

Vauxhall, NJ 07088-0218 

908-964-4546 

oaomedia@chelsea.ios.com 



CopyrigN One And Only Media 1 997. Microform, FXtreme. FXtremePRO. MetjEffectors. FlexFX. XFormFX. ConlrolFX, MorphFX, 
DeformFX and TimeFX are registered trademarks of One And Only Media. Light Wave3D Is a registered trademark of N'ewTek, Int. 
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While Titanic has garnered a lot of attention from the 
Lightwave 3D industry (see the December/January 1998 
special Titanic issue of NewTekniques), a number of other 
Hollywood Lightwave projects are in production or now on screen. 

Last April, NewTekniques reported on a 
movie to be released by Trimark Pictures 
called The Warrior of Waverly Street. 



Originally it was slated for release in April 
1997. but was delayed for eight months and is 
now in wide release under the new title of Star 
Kid. The movie contains more than 100 
LightWave shots courtesy of Computer Cafe. 
Recently, Computet Cafe was contracted to do 
29 shots for Barney's Great Adventure — The 
Motion Picture. The supervising animator for 
that project is "WaveFX" columnist Tom 
Williamson. The Barney movie will use 
LightWave for compositing, particles, 3D char- 
acters, and morphing/warping. Currently, 
Computer Cafe is wrapping up the title 
sequence to "Bloody Roar," a video game for 
Sony PlayStation. 

Tomorrow never dies for Digital Muse, 
which was responsible for many effects in the 
James Bond Tomorrow Never Dies trailers and 
teasers. Using LightWave. Muse created the 
sequence of moving red balls and composited 
Bond actor Pierce Brosnan over them Muse 
also created the inside barrel of the gun that 
the camera travels through to see Bond. The 
movie title on the trailers were also created in 
LightWave. Muse now has its hands full with 
a Pampers TV commercial (to air in Italy), a 
Lockheed Martin TV commercial (to be 
released nationwide around mid-March) and a 
German news-magazine show in which Muse 
is creating all the identity bumpers. Four 
upcoming episodes of "Star Trek: Voyagei" 
and two of "Star Trek: Deep Space Nine." 



include Muse effects as does an upcoming 
trailer for the movie Virus. One of the big 
LightWave scenes in the Virus trailer has the 
camera traveling through space, past an alien 
scanner, past Mars, past the moon, past the 
Mir Space Station, through the eye of a hurri- 
cane, and ending up at a ship's satellite dish. 
The NT people who left Digital Domain's 
LightWave NT team to form Station X Studios 
have embarked upon new projects, including 
work for the movie Phantoms (produced by 
Neo-Motion Pictures for Dimension 
Films/Mi ramax and in theaters now). For the 
movie, Station X used LightWave to create the 
"Mother Mass" formation shot (digital crowd 
of people forming into tower/creature) and the 
creature final death sequence, both from 
scratch. They also added a digital snow storm 
and environment effects to the creature, done 
by WETA in New Zealand, in order to make 
the creature more impressive and more of a 
"force of nature." There were also a number of 
shots the studio enhanced and recomposited. 
Everything Station X Studios did for the movie 
was modeled, textured, lit, and rendered in 
LightWave 3D using Steamer and Particle 
Storm extensively. All 12 shots were composit- 
ed in Digital Fusion Post 2.0. The job was com- 
pleted in four weeks during the 1997 holiday 
season The Station X Studios visual effects 
supervisor was Richard Payne with Fred 
Tepper, Karl Denham, Danny Braet, Frank 
Aalbers. Kent Lidke, Peter Nye, and Glen 
Miller doing the majority of the overtime on 
the job Additional program support was pro- 




vided by Fori Owurowa and Dan Milling. 

Having completed material for Star TYek: 
The Experience at the Las Vegas Hilton (ride 
safety video and replicator effects), Foundation 
Imaging is now preparing to boldly embark on 
a new adventure, "Mystic Knights of Tir Na 
Nog." a live-action adventure that some are 
calling "Power Rangers meets Braveheart." 
Foundation Imaging has been contracted to do 
50 episodes of "Mystic Knights" for Saban 
Entertainment. The show will be shot in 
Ireland where Foundation Imaging co-founder, 
Ron Thornton, will soon be headed in order to 
direct three of the episodes (he also directed 
numerous "Hypernaut" episodes). As a direct 
result of "Mystic Knights," Foundation 
Imaging has hired five new animators with 
more soon to come. Thornton was recently 
awarded a LightWave Lifetime Achievement 
Award at NewTek Expo 1997 for the outstand- 
ing work he has accomplished with LightWave 
in the industry. Batman: Sub Zero, featured in 
the July/ August 1997 issue of NewTekniques 
with Foundation Imaging's LightWave work, 
hits video stores on March 17. 
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NewTek Expo Job Fair 
Results in Employment 



BY MOLLY DINKINS AND DICK DE JONG 



The 1997 NewTek Expo Animation Job Fair (and Critiquing 
Sessions) provided employment opportunities for at least 16 
Expo attendees and talented Lightwave 3D animators who 
are now employed by major LightWave-based visual effects companies. 



Q 

NEWTEK EXPO 

The NewTek Expo Job Fair took place in 
October just a short block from Universal 
Studios. Giselle Von Stauber of NewTek 
recruited 11 companies to interview appli- 
cants and Ursula Schwalbe of The 
Advanstar Entertainment Production Group 
deftly juggled patient job seekers and gen- 
erous Hollywood professionals through 299 
scheduled interviews. 

Was it fear and dread that caused people 
to sweat outside the interview rooms, or 
were they exhausted from their sprints 
across the Universal City Hilton between 
classes, lectures, and exhibitions? 
Interviewers ran, too. Ken Wilder of OCS 
taught a two-hour Lightwave course in 
between 32 interviews, while Jeff Scheetz 
of Foundation Imaging resolved an office 
crisis between 42 job applicants. 

From Pasadena to Paris, Monterey to 
Montreal, professional, amateur, and stu- 
dent animators brought demo reels, stills, 



and resumes in hopes of landing a job. One 
teen-age artist hauled along a two-foot metal 
sculpture of a sci-fi monster, and left with 
encouragement and advice about translating 
his considerable 3D sculpting skills to the 
computer screen. 

Dave Adams from Ann Aibor, Ml, capital- 
ized on the reviews of his work from the folks 
at Foundation Imaging. Known as "LightWave 
Dave" he says, "1 followed up on all of the 
advice and within three days, I had improved 
work in Ron's [Thornton] email box. Two days 
later, 1 sent more. Boom Hired." Dave now 
lives in Los Angeles. 

Job candidate T.J. Nabors broke all the 
rules. Her demo had no spaceships and no 
monsters, but her evocative LightWave artistry 
received kudos from several studios. Will 
Vinton enticed her away from Texas (and her 
college-aged son) with a promise of a creative 
community and good salary. 

So what do the Job Fair and the movie 
Titanic have in common? Both opened doors 
for LightWave animators and both are closing 
a door on an exciting chapter of LightWave 
history. No longer can you jump from cleaning 
swimming pools into the Hollywood talent 
pool. No longer do companies just want 
earnest and eager LightWave novices. Too 
many experienced and skilled LightWave afi- 
cionados are waiting in the wings for an open- 



1 got my dream job. Illy flight 


to California leaves at 4:10 Christmas Day. 


Right now, I'm thrilled out of my head." 


Eric Nance 


A Job Fair attendee jus! before leaving In his new job. 



ing on screen. 

And the movie Titanic has shown the world 
that accomplished LightWave artists can 
compete with the big boys and can join the 
bad boys of Hollywood, so the job call will be 
for experience over enthusiasm. 

As Dave Adams explained, "I learned sev- 
eral valuable lessons as a result of the Expo. I 
learned that no one can afford to hire 'poten- 
tial.' You've got to be in the ballpark already 
and then be able to see criticism as a chal- 
lenge that needs to be met, and not as an 
insult. Prove to them that you're listening, 
that you do see what they are looking for, push 
yourself to meet that challenge, and get right 
back in their faces with the results." 

Eric Hance reflected on his Expo experi- 
ence, "Working at Foundation Imaging has 
always been a dream of mine. It seems as if 
I've seen everything Ron Thornton has made 
since I was around 6 years old. After I saw 
'OedeBattle' at the LightWave Theatre I was 
dying to meet Jeff Scheetz. The Job Fair put 
me in the right place at the right time and I 
got my dream job." 

This Expo story has a true Hollywood end- 
ing: Eric loves his new job. 
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That's because at Aspen Systems, we not only offer a variety of 
systems that are custom-configured to supercharge software packages 
like Lightwave and Softimage, we also give you service, support, and 
expert advice that's anything but off-the-shelf. 

You wouldn't want someone to choose your favorite color of balloon 
for you. So why should you let someone else tell you what kind of 
computer you need? Do you need the blazing speed of a 600 MHz 
Digital Alpha processor? No problem. Need Windows NT > Still no 
problem. How about non-linear editing and OpenGL? No problem 
there either. With up to I GB of memory and 4 MB of high-speed 
cache, we guarantee you'll end up with a system that is designed to 
fit your needs at a price that's right. 



Our sales engineers and technicians understand how to boost 
performance on today's most powerful 3D systems. Not only can 
they help you decide exactly what you need - they'll tell you what 
you don't. Which means you'll get a system that's as near-perfect a 
match to your individual needs as you can get. and at a very competitive 
price. And after we build your system and burn it in, we'll back it up 
with unlimited toll-free technical/upgrade support. For life. 

Doesn't get much more unique than that. 



AlphnPowered 



Check out our website and give us a call to discover how we can help you meet your individual needs. 

www.aspsys.com 1-800-992-9242 
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Mark Stross 



INTERACTIVE DREAMS 



EDITOR'S NOTE: 

Mark Stross is a prime 
example ol a person using 
NewTek products to help ful- 
fill his dreams. With IV 
shows and interactive pre- 
sentation systems, Stross has 
made his dreams a reality. 
We recently cornered Stross 
lo find out about Fiis past, 
future, and a new product 
getting much attention called 
PlayableTV. 



NewTbkniques: To start, tell us a little about your background 

Stross: From my first hacking on a Teletype terminal linked to a main- 
frame through a 300-baud connection during high school, I became 
hooked on technology Stealing rolls of paper towels from the school 
bathrooms to feed the hungry Teletype, I spent hours listing programs 
and learning about how computers work. 

At Pepperdine University 1 was the first student to get permission to 
direct a play in its new SIO million Smothers Theater, which had just 
been built The play I directed was "To the Chicago Abyss' written by 
Ray Bradbury. He personally helped me to mount this production, 
which used every multimedia device in the theater. This was my first 
public multimedia event. 

NewTbkniques: When people hear the name Mark Stross, they tend to 
now associate that name with PlayableTV, which we will get to in a 
minute. You've had many accomplishments with the Video Toaster 
Flyer prior to PlayableTV Tel! us about them. 




*~ 



Left and right: PlayableTV is an 
interactive broadcast-quality pre- 
sentation system controlled by TV 
sets with touchscreen controls. 
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Stross: Playable Television, my 
new interactive clieam. didn't just 
happen. In fact, it's a company 
called Marmalade that needs to 
take the credit. In the beginning, 
Marmalade was formed to do dig- 
ital design. Today, Marmalade 
has a long list of accomplish- 
ments that includes working on 
rides at Disney, owning percent- 
ages of television shows like 
"Weird TV," "Mysteries From 
Beyond the Other Dominion," and 
its newest, "America What Do You 
Believe," to creating interactive 
controls for movies like Afterburn. 
Well, it was Marmalade's quest to 
build a working relationship with 
NewTek so that future plans could 
be created. The relationship with 
NewTek established the infra- 
structure needed to create 
Playable Television. 

Newlekniq u i is Tell us a little 
more on how you used the Flyei 
with some of the TV programs 
you previously did. 

Stross: At the time, however, the 
Flyer was still not shipped and 
was under construction. Tim 
Jenison, so the story goes, flew 
Maimalade's Flyer board to Fed 
Ex and declared the Flyer 
shipped. Now the first boaid ran a 
little hot. Nothing a few fans 
couldn't handle, and it was a little 
rough in the digitizing depart- 
ment — nothing that a little 
patience couldn't solve. After a 
few updates, the Flyer was a 
major part of "Weird TV" and the 
Flyer output was being aired on 
network television without a 
hitch. 



"Weird TV" was a fast-paced, 
strange roller coaster ride into the 
depths of American weirdness. 
"Weird TV" as an independent 
television show was on network 
television in 40 percent of the 
country against "Saturday Night 
Live" for one year. We even got 
ratings that held our own against 
SNL. No one thought it was possi- 
ble that a completely indepen- 
dently owned show could get any 
networks to air its content. Well 
guess again. "Weird TV" got slots 
on independent stations includ- 
ing Channel 13 in Los Angeles, 
and the Fox Network in San 
Francisco. It was unprecedented 
and fun to have done a small feat 
to dispel negative thinking 
During this period, NewTek was 
approached by Marmalade to use 
the Flyer exclusively to edit our 
show. Our budgets were small. 
Our editing was limited to one 
Beta SP industrial bay that could 
do a limited amount of effects. 
After discussing our plans with 
Tim Jenison. and meeting with 
the newly installed CEO, Dwight 
Parscale. a contract was created 
between Marmalade and 
NewTek. NewTek gave 

Marmalade two editing systems 
to use on "Weird TV" The staff at 
NewTek worked with us and 
made "Weird TV" look more 
sophisticated. 

NewTckniques: How did 
PlayableTV get staited? 

Stross: Before "Weird TV" exist- 
ed, 1 found out about the Flyer 
Oust before NAB 94) I approached 
Tim Jenison with my interactive 




Above: Playable Television can be setup 
for many uses ranging from business 
presentations to interactive educational 
projects. 



idea, using his board as the video 
engine. He thought it would work, 
and after receiving the first Flyer 
board at "Weird TV," I knew that it 
was perfect as an interactive real- 
time video engine with great 
image quality. Playable 

Television's future was set two 
years later when the first NTSC 
touchscreen from Philips arrived 
at our lab, completely unexpect- 
edly. Diane Orem, our president at 
Playable Television, looked at me 
looking at the box and said, "It's 
time to build your dream." From 
that point forward the concept 
and execution of Playable 
Television evolved into reality 

NewTekivqurs What exactly is 
PlayableTV? 

Stross: Playable Television is the 
world's first fully interactive, 
broadcast-quality, instantly 

responding presentation system 



controlled by TV sets with touch- 
screen controls. The technology 
works so well that grown men 
giggle while using it. We have 
included some pictures because 
describing our interface is always 
difficult if you don't see it. Our 
buttons are fully moving 3D 
shapes that can be anything a 
client wants them to be. Our 
screens are broadcast-video qual- 
ity, so anything that can be shot 
with a camera can become an 
interactive button or interactive 
event. Our real asset is our con- 
tent. The machines are fun to 
interact with because they are 
creative, alive, flashy, inspiring, 
and very fast. 

r!~v.'Tekniques: How does 
PlayableTV integrate with the 
Video Toaster and Video Toaster 
Flyer? 

Stross: Playable Television uses 



February/March 1998 NrwTEMiloilES 15 



^MASTERS 



Oh ... 





custom software and hardware to 
interface the Video Toaster, Flyer. 
Amiga, and NTSC touchscreens 
together. The key to the success 
of the whole integration is a pro- 
gram called Fuselage. Fuselage is 
our backbone and it does the 
interactive tricks that make 
Playable Television responsive. 
Under development are new 
tools like Twin Engine, which 
is our next step in Playable 
Television's development. 
The future already seen in 
our lab is incredible. We are 
working around the clock 
to unleash the full poten- 
tial of our product. 

What kind of 
responses have you received to 
PlayableTV? 

Stross: The first shows that 
Playable Television entered 
Infocom and SIGGRAPH, the 
response of people interacting 
with the product was incredible . 
People liked playing around with 
the unit, and some just wanted to 
try to break the unit, and frustrat- 
edly conceded to its robustness. 
People told us that the TV set 
made it less intimidating to use. 
Judging by our evidence of usage 



the Playable Television system 
will attract American business to 
buy units because the solution 
does not intimidate, alienate, or 
bore the business executive. In 
fact, the brass at many huge firms 
have told us that they love the 
interface and want to buy units 
because it is fun to use and easy 
to comprehend. 

NewTakniques. Now for the big 

question. How much does 
PlayableTV cost and what does 
the user or corporation get with 
the purchase? 

Stross: A Playable Television unit 
is approximately between 320,000 
and 325,000. This cost is for a 
base unit, which includes base 
hardware, base software, one 
hour of video, programming and 
presentation content, and an 
enclosure for a self-standing unii 
or construction costs. In other 
words, this cost provides a base 
unit with all costs included. 
Added features can include capa- 
bility for more video, graphical, or 
animation content, restricted 
sound (so only the person or per- 
sons using the unit can hear the 
unit), motion detectors (to call 
attention to a passerby), credit 
card readers or custom card read- 
ers, statistical feedback including 
demographic information, remote 
access for updating, special secu- 
rity devices for high risk areas, a 
live video feed, strategically 
placed video cameras, and all the 
creativity of our team. 

liquet There are many 
non-linear editing systems on the 
market today and many debates 
as to which one is the "best. ' 
What, in your opinion, makes the 
Flyer such a good solution for 
video producers? 



Stross: Referring to the Flyer is 
like referring to cars. Everyone 
has a preference for different rea- 
sons. The Flyer is as unique to 
itself as any other non-linear edit- 
ing system. The fact that the sys- 
tem is open-ended is the one 
thing I especially appreciate 
whereas others do not like that 
part of the system. Everyone has 
specific needs and the products 
on the market each can fill one 
need better than another, 
although the Flyer covets a wide 
range of capabilities for the price 
that other systems in the same 
price range do not 

You've been a 
long-time Toaster and Flyer user 
in high-end situations. What 
closing thoughts or tips would 
you like to pass on to ether 
Toaster/ Flyer owners? 

Stross: The best advice I can give 
anyone using the Toaster/Flyer 
system is to pre-think each pro- 
ject. The Flyer, along with third- 
party software, can do 95 percent 
of what an Avid can do if you pre- 
plan your project and use the 
tools available. If you are using an 
MTV editing style with short edits 
and want to use effects, the prod- 
uct to use is HenderFX. Between 
this program and others on the 
market, your Flyer can be as flexi- 
ble and easy to use as any other 
system 

NewTekniques: Arid any closing 
thoughts about Playable TV? 

Stross: We know that Playable 
Television will benefit the world 
around us, making life easier and 
more fun. 

End Note: For more information on 

PlayahleJV. log onto the Web site at 

www.playabletv.com. 



16 NeiTeminijes Ffebruary/Mach 1998 






\ 

w rmmm 



COMING TO NYC MAY 23, 1998 



■a 



&& 



*<** 



^ 



V 



fSS> 






iirlMli" 















"l 



SPONSORED BY 



u 

- H 




WW 




DIAMOND 



M V I T I M I ft I 



>al 




Multimedia System Design 



NewTek 



C/rc/e #.20S 



'©□©QDDOD 



(888) MSD-NYC1 




■ 
' plans on moving into a cus- 
tom-limit bullion on a cliff ab 



Explorin 
NewTek 



BY 

DICK BE JONG 




ou grow or you stagnate," says Tim Jenlson, 
NewTek's founder, about the recent momentous 
move. Even though youthful high spirits still enliven 



the haJls of their new offices, NewTek is maturing. 
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ipany is just starting 
to leave its rebellious teenage 
stage," comments CEO Dwight 
Parscale. Indeed, NewTek is 
becoming more businesslike. 

When Parscale took over the 
business side of the organization 
in 1995, "we were hanging on by 
our fingernails," says Jenison. 
Parscale applied some old-fash- 
ioned belt-tightening and reorga- 
nization starting with the 
accounting department. "1 set 
about creating a business around 
Tim's technology," Parscale says. 

Donetta Colboch, vice president 
of administration and an eight- 
year company veteran, explains 
that Parscale took "diligent people 
through a methodical change 
without killing the energy." 

"We've survived those times 
because of the loyalty and support 



of our customers and the commit- 
ment and hard work of our staff," 
she adds. 

NewTek's most profitable year 
ever was 1996, while 1997 was 
the largest sales year. In 1998, 
NewTek's staff and product tine 
will continue to expand, In a few 
short years, the firm has reinvigo- 
rated its spirit while it was rein- 
venting its business. "We're a 
three-year old company with a 12- 
year history," Parscale says. 

Son Antonio Rose 

The most visible sign of change 
at NewTek is the relocation to 
San Antonio from Topeka, which 
took place last summer. Many of 
the principals involved with the 
company had roots in Topeka, so 
the decision to move didn't come 
easily. 

As Jenison describes the situa- 
tion, "When I started the compa- 
ny, it didn't matter if Topeka was- 
n't a high tech capital. But once 
we began to recruit, asking peo- 
ple to move to Topeka was like 



p ullin g teeth. We called it the 
'Topeka tax 1 — the amount of sur- 
charge that we had to put on our 
salary offers — not only for pro- 
grammers, but salespeople and 
tech support." , 

Adds Parscale, "The first week 
in San Antonio, we had more 
applications than in three years in 
Topeka. People were soliciting us 
for jobs." 

While still in Topeka, Parscale 
was searching for office space in 
San Antonio. His descriptions of 
the possibilities didn't capture 
anyone's fancy until he men- 
tioned an office building called 
the Fountainhead. "A lot of us are 
Ayn Rand fans. When we heard 
the name of the building, we 
knew we had found a home," 
Colboch says. 



Asset Factory 



At the NewTek Expo last 
October, NewTek made a quiet 
announcement that it was pur- 
chasing Asset Factory, a start-up 
company out of San Francisco 



that offers a render farm service 
via the Internet. On the surface, 
the transaction seemed like an 
anomaly; but if you look at the 
acquisition more closely, you see 
an indication of where NewTek is 
going and how it's getting there. 

Describing the Asset Factory, 
Jenison says, "I read their busi- 
ness plan and I was impressed. 
They are trying to build their busi- 
ness based on the idea that the 
Web is going to improve. I agree 
with that." 

Matt Jefferson from the Asset 
Factory says, "When Don Smith 
put the company together, he felt 
we needed strong partner rela- 
tionships with software compa- 
nies. NewTek's technology was 
the most seamless fit with ours. 
After some initial discussions, we 
realized that 1 + 1 = 3." 

But there was more to the pur- 
chase than just a good fit. "The 
acquisition made a statement 
that we are going to be a player in 
the Internet world," Parscale 
adds. "And it gave us a quick fix 
in talent." Among Asset Factory's 
assets are two engineers who are 
well-versed in networking and 
three top-notch salespeople. 

Saks and Customer Service 

The Asset Factory's sales 
experts filled a long-standing cor- 
porate void: NewTek's Sales divi- 
sion was practically nonexistent. 
"We've never been good at it," 
says Jenison. And its Customer 
Service was often unresponsive. 
Smith stepped in and took on the 
task of infusing a structure into 
the system. "Don Smith has been 
through it all. He has a great pedi- 
gree," Jenison says. 

Smith and Jefferson spent the 
(cone 
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im Jenison grew up in a (arm- 
ing community north of Ames, 

_ IA where his father "stuck 
out"— he ran an electrical engineer- 
ing firm. Jenison was an inquisitive 
child picking up information from any- 
one who would share it. One of his 
favorite classrooms was his father's 
workbench. "I learned on oscillo- 
scopes and tunes," he says. 

"I remember sitting on my dad's lap when I 
was about five or six asking him how a volt meter 
worded. He proceeded to explain Ohm's Law to 
me. Some of the information stuck, some didn't." 

His music career began at the same time. At 
age five, he began playing the piano. Jenison 
tried college for a year, but one can only imagine 
that it interfered with his education. Ultimately, 
he left college to play keyboards for an itinerate 
rock band (our favorite ol the hand's various 
names— Mohammed's Radio). Dragging along 
electronic tools and toys wherever he went, he 
was always tinkering with the sound equipment. 

Another childhood thread that became part of 
the fabric of his adult life was his interest in film 
and video. Though television was banished from 
his house when he was a child. "I was an AV nerd 
in school." He won a Kodak Teenage Award for an 
8mm epic he produced. To this day, "I'm still a 
frustrated filmmaker." 

Then enter the computer. "I was incredibly 
interested in computers, but nobody had them. 
Finally, Popular Mechanics had instructions for 
building your own. By 1977, 1 had built my first 
one." Convinced of the economic and creative 
possibilities of this powerful tool, "I dropped 
everything — eating, sleeping, and even music." 

By the late '70s, the four threads ol his 
life — electronics, music, film/video, and comput- 
ers—became interwoven into his entrepreneur- 
ial career as an inventor. He developed a long, 
rich list of products with great names like Talk 
Head, CocoMax, and Digi-View. But this is a story 
for another occasion. 

Released in 1986, Digi-View was the first 
NewTek product. With the profits, Jenison set out 
to build the Video Toaster, which debuted in 1990. 
"I designed the thing because I wanted it." 

The revolution began and the rest, as they say, 
is history. 
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Jenison admits, "I'm still a frustrated filmmaker. " 
Perhaps the realities of his research and development work will change that 



first two weeks on the job dissecting the cus- 
tomer service process. They then implemented 
new procedures and a new decision-making 
process. 

"We're taking a professional, responsive, 
high-technology approach to handling cus- 
tomers." Jefferson says "All the newly hired 
customer service representatives attend an in- 
depth. 20- hour training course on the history 
of NewTek. the technology, and customer ser- 
vice skills." 

"And we've made a commitment to resolve 
all customer service issues within 48 hours. To 
accomplish that, all issues have to roil up to 
sales management within 24 hours," Jefferson 
says. 

Not only did NewTek acquire a company 
that fits into NewTek's philosophy, it also 
inherited a highly qualified and experienced 
staff that already has had an impact on 
NewTek in the two months they've been on 
board. 

And according to Parscale. future acquisi- 
tions are under consideration. 



Technical Support 



Technical Support is a frontline operation. 
A lot of customers have come to know NewTek 
through their conversations with the Tech 
Support staff. Chuck Baker is the guiding light 
of Technical Support. His soft-spoken but pas- 
sionate concern for the customer imbues the 
day-to-day operations. 

In the lean days, Technical Support was 
undermanned and woefully equipped. They 
lost a couple of people who didn't make the 
move from Topeka, and recently, another to 
Digital Domain. But with a new round of hir- 



ing, the staff is up to 10 (the most ever) with 
Michael Ash being promoted to Assistant 
Manager. Another sign of upper manage- 
ment's commitment to quality tech support is 
that the staff now has computers for all plat- 
forms: Amiga, Intel, DEC, Mao, Sun, and SGI. 

The real symbol of change in Technical 
Support, however, is the phone system. When 
you call, you're placed in a queue Each staff 
member has a phone that indicates if anyone 
is in the queue. If the light on the phone is 
solid, the caller has been there less than a 
minute. If it's blinking, the person has been 
waiting over two minutes. The phone in 
Baker's office not only shows the queue but 
also allows him to check how many lines are 
being answered. His goal is to r.ever see a 
blinking light. Ideally, no one will have to wait 
in the queue for longer than two minutes. 

A short wait is one thing; an informed 
answer is another challenge. One of the prob- 
lems with personnel turnover is when you lose 
people, you lose your knowledge base. So an 
ongoing database is kept of answers to the 
most commonly asked questions. Results of 
these can end up on the NewTek Web site in 
the form of user FAQ's to solve problems. 

Looking into the near future. Baker foresees 
establishing a 24-hour support service that 
will be a boon to nocturnal animators. But, 
with the spread of NewTek customers world- 
wide, the main impetus for around-the-clock 
service is to support clients in every time zone. 
Along those international lines, Baker hopes 
to implement Spanish lessons for his staff. 

NewTek is also studying the possibility of 
licensing software that would allow Technical 
Support staff to remotely access a caller's 
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According to Steve Herrmann (above), NewTek is 
advertising in W to 15 different magazines a month. 



computet so they can better analyze the prob- 
lems. 

With all these expanded plans comes the 
specter of charging for technical support. 
NewTek realizes that this may cause a minor 
firestorm of protest so it is analyzing the pos- 
sibilities in detail. "We are looking at 
Technical Support just like any other product 
we offer. If we do charge for it [and that hasn't 
been decided] we know that we will have to 
give high value for the cost," says Colboch 

Education 

Tne NewTek training room is filled with howl- 
ing employees watching a wrestling match on 
tape between Victor, an eight-foot-tall, 600- 
pound bear and a scrappy young man who is 
scrambling on hands and knees under the 
beast' s belly. He grabs a hind leg and flips the 
bear for a takedown. "Now, watch!" warns Pat 
Grogan. NewTek's Director of Education and 
Training. "This is where he breaks my nose " 

For the first time. NewTek is organizing an 
educational outreach program and Grogan, an 
18-year veteran educator from Washburn 
University, was selected to take the helm. 
Grogan was the perfect choice to head this 
new division — he's a man who relishes tack- 
ling a challenge. As a Director of Washburn's 
Educational Media Lab. he established 
NewTek's first instructional laboratory at a 
university and helped developed academic 



courses on the use of NewTek products. 

Currently he is working with San Antonio 
Community College to establish another lab. 
This type of Academic Partner Program is only 
one of NewTek's three educational projects. 

Grogan is also developing authorized, non- 
academic, NewTek training centers through- 
out the country. Thirteen potential training 
sites have been identified where certification 
for proficiency in LightWave Modeler and 
Layout will be offered in one- to four-day 
courses. Future plans include training centers 
abroad — in Europe, Asia, and Australia. 
Grogan also anticipates offering traveling 
instructional seminars and adventure training 
programs where one parent may take courses 
on a cruise or at a holiday hot spot while the 
family enjoys a vacation. Specialized courses 
(such as medical, forensic, or character anima- 
tion) also might evolve as part of the program 

Dealer and Key Account training— the third 
project and the only pre- Grogan program- 
continues at the training center in San 
Antonio and will expand as NewTek's prod- 
ucts become more widespread. 

Don Ballance and Don Pence. NewTek's 
"demo jocks," complete the education team. 
They perform demonstrations at professional 
conferences and trade shows, as well as con- 
duct in-house orientation and training. They 
also prepare educational programs for new 
products before they hit the streets. 

Finally, Grogan's department can be consid- 
ered an impromptu public relations arm of the 
company. A confusing local TV story about 
NewTek's move to San Antonio included a call 
for applicants to fill 50 jobs and a promise of 
$60,000 starting pay Grogan was given the 
task of explaining to up to 45 callers a day that 
$60,000 might be entry level pay for some 
Hollywood animators, but it was not for 
NewTek employees. Grogan graciously han- 
dled the calls because he remembers how 
hard it was for him to sometimes get through 
to a NewTek employee. He wants to break 
NewTek's incommunicado reputation, and he 
states that one of his goals is "to answer every 
email and every phone call." 

Marketing 

The high-kicking Kiki era of marketing is 
over at NewTek "It worked," comments for- 
mer Marketing Director Colboch of their flam- 



boyant road show at the then ho- hum NAB 
conferences. 

But today. Steve Herrmann, NewTek's cur- 
rent Director of Marketing, has shifted the 
focus to a more systematic approach. "Before, 
typically, we had a real top-down approach to 
development and marketing. Now, we're 
doing our homework. We're analyzing the 
needs of the markets, whether pro or prosumer 
or consumer," he says. 

"We're trying to work with R&D to test new 
product features as they are developed, within 
the limitations of secrecy We've conducted 
focus groups and surveys. We've even test- 
marketed names for new products.' 

Occasionally, the process reverts to the old 
ways. As Colboch relates, "One day the product 
team handed us Calibar and said, 'Here it is, go 
sell it.'" But such relapses are rare these days, 

On other fronts, in 1997, NewTek participat- 
ed in 24 trade shows usually displaying both 
LightWave and Toaster/Flyer products "We 
also advertised in 10 to 15 magazines a 
month," Henmann says. "We are also becom- 
ing much more proactive in our public rela- 
tions efforts. 

"And we are constantly refining our market- 
ing by testing which strategies are successful 
and which publications generate the most 
response." 



Research & Development 



NewTek supports two research and devel- 
opment efforts. The LightWave team is locat- 
ed in San Francisco. The rest of R&D operates 
on the company's mysterious sixth floor in San 
Antonio. 
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When he's not wrestling bears, Pat Grogan is heading 
NewTek's education and training program. 
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"A third of our staff is involved in R&D and 
we're committing more resources to it than we 
ever have," says Colboch. Ask for more than 
that, and the veil is thrown over the topic. 
"Those are Tim's secrets. If he wants you to 
know, he'll tell you," Colboch adds 

"I'd like to show you around. But," as 
Jenison gestures to no one in particular, "most 
people in the company have never been down 
there." Area 51 would be easier to penetrate. 

In fact, it's a company joke that neither the 
researchers nor the floor really exist. No one 
talks about the hocus pocus that goes on; but 
the consensus is that if you can imagine a rev- 
olutionary product, Jenison has already 
explored the possibilities— and may even be 
working on its production. 

What whispers we do hear emanating from 
R&D speak of exciting progress and amazing 
products "We're working on technology that 
is years into the future." says Harold Russell. 
Product Manager for Research and 
Development. But NewTek remains adamant 
about their "zipped lips until we're ready to 
ship" policy. 

Both Jenison and Parscale do not like the 
industry standard of announcing a product 
long before it's ready to sell. "A lot of compa- 
nies practice the policy of fear, uncertainty, 
and doubt.' We did that with 3.0 LightWave. 
We're out of that game now," jenison says. 

One of the problems of trying to predict 
when a product will be completed lies in the 
nature of software development. Jenison talks 
about the process: "It's black magic I've heard 
someone describe it as trying to nail Jell-0 to 
the wall. It's frustrating, but you can't force 
invention." 

We do know that Jenison had to interrupt 
our interview to meet with his "attorney about 
a patent. 1 ' Now, could somebody convince 
Jenison's magician friends Penn and Teller, to 
perform "the invisible man" act and find out 
what's really going on in NewTek's Research 
and Development labs? 

Lightwave 3D 

When NewTek moved to San Antomo. the 
LightWave team consolidated m San 
Francisco. Allen Hastings and Stuart 
Ferguson, the original LightWave developers, 
never did abandon the Bay area for the joys of 
Topeka. "That issue was settled a long time 



ago," says Ferguson. Brad Peebler, 
Lightwave's Product Manager, did relocate 
from the Kansas capitol. 

Since last August, Peebler has been busy ren- 
ovating part of an old club, appropriately dubbed 
DV8, into new offices. He describes the facilities: 
"It was a quad-level club. 1 think our Door was 
the 'Bondage-Room.' Some of the offices are old 
DJ booths and we had them leave the metal 
dance floor." The 15-member LightWave group 
shares the 4,000-square-foot space with the 
Asset Factory and its render farm of almost 100 
Pentium II and DEC Apha processors. 

"The distance from San Antonio allows us 
to maintain a start-up company feel to the 
office." says Peebler. He admits, though, that 
it's great having the corporate support. "You 
need to give developers a lot of freedom. 
They're like artists — you can't restrict them to 
normal confines. You have to allow them to 
color outside the lines." 

The left coast location keeps the develop- 
ment team close to many of the key accounts 
at Hollywood visual effects studios and Bay 
Area gaming companies. "Projects like Titanic 
push the envelope for LightWave develop- 
ment," says Peebler, who quickly adds, "[but] 
we listen to everyone, whether it's one guy in 
Florida or 15 in LA" 

As for the future of LightWave. "We want to 
take over the world," Ferguson jokes Keeping 
within the restraints of not talking in detail 
about unreleased products, Ferguson adds, 
"We are constantly making things easier. The 
program is on solid technical ground. 

"I'm very excited about the next version, 
code named 'Purple.' It's a leap beyond where 
we've been in the past in functionality and 
ease of use. There are some interesting tech- 
nical areas that we hadn't delved into before 
because of the elaborate nature of interactivi- 
ty. We're solving some of those problems." 

To add to the power of LightWave, NewTek 
is hiring experts in arcane fields of 3D design- 
Ferguson says, "There's no real limit to 
LightWave." 

If Ferguson is right, then he should realize 
one of his goals in the near future. "I would 
love to see the core LightWave community 
start winning Oscars." 

That's a refrain sung by the whole NewTek 
community, coast to coast, and continent to 
continent. 




" wight Parscale giew up near the water, 
His father was ia the submarine set- 
' vice, so Parscale was a Navy btat trav- 
eling along the East Ceast and experiencing 
history firsthand. "I was in Key West when 
Castro was overthrowing Batista in Cuba. And 
when we lived in Charleston, South Carolina, 1 
was watching hem across the street during 
the first sit-in." life slowed when his lather 
took the family and retired to Salina, KS. 

Parscale received his law degree from 
Washburn University in Topeka and woiked lor 
four years as an Assistant Attorney General lor 
Kansas. He tired of the law and started to tun 
a range of businesses, from a scuba shop to a 
nightclub, "I've always enjoyed running busi- 
nesses and turning them around," 

Jenison helped Parscale set up a video 
system In his club and they became friends. 
In the pre-IJewTek days, Parscale helped 
Jenison negotiate contracts with Colorwate, 
the linn for which he designed Cocomax. 

In 1986, Parscale drew up the incorpora- 
tion papers for NewTek, "We ligured out the 
name NewTek and the spelling, Tim worked off 
his bill by doing work for me. Alter that I start- 
ed another project and sent Tim on his way 
with another attorney, 

"He would call me occasionally to come by 
and see something cool. I had no idea what I 
was looking at," he laughs, 

Jenison picks up the story late in 1994. By 
then Parscale was semi-retired. "Dwight calls 
me and wants to do lunch. He said that he's 
bored out of his gourd, his kids are gone, and 
he's looking for some part-lime work where he 
can leave and go golfing at 3:00. After about a 
month, he came into my office and said to me, 
'You don't like being CEO. You're not good at it 
and I think I can do it better. I'll be CEO, You 
need to be back developing products."' 

Parscale says, "It's a good partnership. 
We woik well together. Tim's the Number I 
genius in the world at what he does," 



R-bwaiy/March 199S NiwTekniques 23 




A look into the structure of 
Digital Muse 



BY JOHN 
GROSS 




Digital Muse Content Directory. 



■ — j ;-"!-* ■ ■.. v<: ~*> 






TOOL? j^H 




















"^r-J —^vlk* | 



SCIKE LIST 




Wai/eA/ef Pro 



The Structure of Digital Muse 

MAXIMIZING EFFICIENCY 
I 



n my last column, I talked about Content Directory structure. I also 
mentioned that I would discuss Digital Muse's structure so you can get 
a feel for how a working facility is organized. True to my word, this 
month I will discuss that very subject. Let's start with the hardware. 



Digital Muse's server consists of a number 
of 9GB drives controlled by a hardware RAID 
controller. Currently Digital Muse has about 
130GB hard drive space online with more slat- 
ed to be added. All that space (not much for 
film work) is split up into a number of 'drives" 
that are seen by all of the computers on the 
network (40 or so Alphas, PCs. and Macs). The 
Z drive contains all of the content data 
(objects, images, scenes, etc.). The S drive 
contains all of the software. The H, I, and J dri- 
ves are for plates. And finally, the R. U, and V 
drives are for final rendered frames. 

To make sure that all of the machines are 
mapped to all of the drives properly (if not, you 
will curse yourself when trying to render 
frames), every time a machine is booted, a 
login script runs and maps the shared network 
drives to the proper letters. Everything is run 
using Windows NT as the network environ- 
ment, and it all works quite well. 

Lightwave and Modeler are not installed on 
every machine, but rather are run from the 
shared software drive. To insure that every 
artist has his or her own config file, each artist 
is mapped to a drive letter (T) that is a differ- 
ent shared directory on the server. Each 
artist's T ditectory contains his or her own 
config files and, therefore, the config files are 
not shared by everybody running the software 



(which would be disastrous, especially in the 
case of Modeler). To insure that Layout and 
Modeler can find the proper config files, each 
artist's Layout and Modeler shortcut has its 
working directory set to T:/. 

Every person at Digital Muse has his or her 
own login name and password. In the morning 
when people come in, they log on using their 
user name and password. When they leave for 
the day (if they leave), they log off. There is an 
additional account set up called "Slave" that 
everybody knows the password to. which has 
restricted access. When people leave for the 
day, they log on as Slave, which adds the 
machine to the list of available machines for 
distributed rendering. All of the machines in 
the farm room are always rendering, and artist 
machines are rendering when people aren't 
using them. I'm a firm believer that there 
should never be an idle machine. They should 
always be rendering something or in use by 
somebody. That's their job. 

There are basically three choices (currently) 
for distributed rendering control: Lightwave's 
ScreamerNet, ATR Solution's WaveNet, or a 
custom-built render controller. ScreamerNet 
works well but has a number of disadvan- 
tages. The biggest is that you cannot add 
extra nodes or scenes to the list until rendering 
is completed. Allen Hastings was (and is) 
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totally aware of the cons of using 
ScrearnerNst, but fully intended otheis to 
build ScreameiNet controllers and opened up 
the software enough to do so. One of the com- 
panies that stepped up to the challenge was 
ATR Its product, WaveNet, is a good example 
of a third-party SN controller. A few other facil- 
ities have developed custom controllers, but 
we've found that ATR's WaveNet is a pretty 
good product and have been using it for 
awhile. 

The advantages to using WaveNet far out- 
weigh Lightwave's built-in ScteamerNet and 
the features it lacks are currently in the works- 
The two main advantages are that you can 
add or take away nodes at any time and add 
additional scenes to the render queue. Add in 
dropped frame scanning, paging alerts, and 
render logging and you can see why WaveNet 
is in use by a number of Lightwave facilities 
that have more than a few machines. 

Now for the Content Directory structure. In 
the beginning, we used to have separate con- 
tent directories for separate projects. I always 
preferred this method because it kept the 
structure more organized and allowed for easy 
archiving and removing. However, it became a 
hassle using this structure with WaveNet 
because WaveNet only allows for one content 
directory to be used at one time. What hap- 
pens when we have two clients' projects that 
need to be rendered in the same night? 
Somebody could come in when the first project 
is finished rendering (WaveNet will page 
you...), shut down all of the nodes and reas- 
sign the Content Directory, then restart all of 
the nodes and add the second client's project. 
Or you could create one giant content directo- 
ry and keep all of the projects "together and, 
therefore, render anything at anytime. 

It soon became such a pain to have to keep 
shutting down the farm and reassigning the 
Content Directory that we decided to move 
everything into one big Content Directory. So 
we switched over. I didn't really want to do 
this, but we had to. Now that we have. ATR is 
working on a new version of WaveNet that will 
allow for different content directories. Once 
this version is up and running, I think we 
might switch back. We'll have to see how big 
a hassle it will be at the time. 

In the early days of Digital Muse, we had a 
content structure located on the Z drive that 



read something like this: 
DS9 

Envelopes 

Images 

Motions 

Objects 

Previews 

Scenes 

Surfaces 



Voyaget 
Sliders 



Motions 



Voyager 



Envelopes 

Images 

Motions 

Objects 

Previews 

Scenes 

Surfaces 



Sliders 

Envelopes 

Images 

Motions 

Objects 

Previews 

Scenes 

Surfaces 

Etc. 

When an artist needed to work on one of 
these different projects, he or she set the 
Content Directory value (Options panel) to 
Z:\DS9 or Z:\Voyager. Additionally, when 
scenes for these projects were rendered, 
WaveNet nodes, upon starting, saw a config 
file whose Content Directory path was set to 
the appropriate directory and later changed. 

After it was determined that this was too 
big of a hassle, we decided to put everything 
under one big content structure. This played 
havoc with previously set-up scenes, as we 
had to reassign a lot of things and resave 
objects, but nothing worthwhile comes easy 
and in the long run, we benefited from doing 
it. The new structure looks like this: 

Envelopes 
DS9 

Voyager 
Sliders 



Images 



DS9 



DS9 

Voyager 

Sliders 

Objects 

DS9 

Voyager 

Sliders 

Previews 

DS9 

Voyager 

Sliders 

Scenes 

DS9 

Voyager 

Sliders 

Surfaces 

DS9 

Voyager 

Sliders 

As you can see, in each main Content 
Directory (Images. Motions, etc.) there exists a 
directory for the appropriate items for each 
specific project. While complicating matters 
for archiving specific projects and removing 
them, it makes rendering much easier. For 
instance, since we no longer do effects work 
for "Sliders," we could have (previously) 
backed up the "Sliders" Content Directory and 
then removed it. Now we would have to go 
into each of the Content Directories (Images, 
Motions, etc.), backup the "Sliders" directories 
and then remove each of those directories, 
Also, let's say we wanted to put the "Sliders" 
content on a removable drive and take it 
somewhere else. Before the separation, it 
would be an easy task. After combining all of 
the content, it becomes a bit more daunting. 
An additional plus is that artists never need to 
switch their content directories (but let's hope 
they know how to if they have to in the future!) 

John Gross is co-owner of Digital Muse, a Santa 

Monica, CA-based effects facility. Send email to 

john@dmuse.com. 
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BY JOE 
TRACY 



Figure 1 



wm 



Figure 2 



COMMENTS OR 
SUGGESTIONS 



jtracy@ 
main.rosenet.net 



TIPS. TECHNIQUES, TUTORIALS, AND SHORTCUTS FOR YOUR VIDEO TOASTER FLYER PROJECTS 



ToosterPoint Rubthrn 

(REM! THE (AN 

Congratulations! You have been hired 
by the editors of CARS magazine to 
create a video about their publication. 
One thing they have asked for is a simple, but 
effective, introduction title graphic. They want this 
graphic to open the video and have only the 
word CARS on it. The font for the logo on the 
magazine is Front Page Bold and they want you 
to match it. Are you up to the challenge? 




STEP 1 Load up your Toaster/ 
Flyer software. Go to Project/Files 
view. 

STEP 2: Navigate to your 
Framestore directory. To get there, 
click on the NewTek tab once, 
then double-click on the 
Framestore folder. 

STEP 3: Double-click on the 
LightWaveDemo folder. This fold- 
er was added when you installed 
your Flyer 4.2 software, ft con- 
tains various demonstrations of 
LightWave scenes. You're inter- 
ested in the one that contains the 
car. It is called Tunnel, Find ft and 
double-click on it to display it. It 
should look like Figure 1. 

This is the image that you want 
to use to help create your CARS 
introduction screen. Now that 



you've seen what it looks like, it's 
time to start working on it! 

STEP 4 Enter ToasterPaint by 
selecting it from the Programs 
directory on your middle menu 
bar, 

S 1'EP b From the lower menu 
select Color. Now change your 
RGB sliders so that they say Red 
(R) = 22, Green (G) = 24, and 
Blue (B) = 130. It should look like 
Figure 2 

STEP 6: On the right side of the 
screen, under Range Color, click 
on the button that says Center. 
The color just to the left of it will 
change to the same color in your 
Current Color box. 

STEP 7 Go back to your RGB 
sliders and change Blue (B) so 
that it equals 192. Your values 



should now read R = 22, G = 24, 
B = 192. Now go back to the 
Range Color area and click on the 
button that says Edge. Your 
Range Color area should now look 
like Figure 3. 

STEP 8: From the bottom 
menu, select Tools. In the Scroll- 
down box above Draw Mode, 
select Range (Figure 4). 

STE1 9 Above Draw Mode and 
slightly to the left is a button that 
says Flood Fill (also showing in 
Figure 4). Click it so that it is 
highlighted Now move your cur- 
sor to the black area of the screen 
and click it once. A nice blue gra- 
dient will fill the screen! 

STEP 10 In the lower menu, 
you will see two buttons with 
numbers in them. There are a 1 
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JOE TRACY'S 

Flyer 

Mastery 

Guide 

Version 2.Q 



Now available through many 
dealers/resellers and direct from 
the publisher, Studio Visions. 

Flyer Mastery Guide - Version 2.0 
offers: 

• New Chapters 

• Updated Information 

- and the Flyer Mastery CD-ROM 
full of images, backgrounds, 
objects, and other goodies. 

Cost for upgrading from the first 
book is $74.95 and must be 
ordered directly through Studio 
Visions. Studio Visions can be 
reached by phone at (800) 672- 
1 880 or at www.studiovisions.com 

New purchases retail at $1 29.95. 



Wwt 5 



Some dealers 
are now 
bundling 
this book 
with new 
Video Toaster 
Flyer systems. 



"Simply Amazing! Who 
knew my favorite 
leisure reading would 
be a technical manual!" 



"I thought I knew a lot 
about the Toaster Flyer. 
I can't believe how little 
I knew. Should be 
called the Flyer's 
Bible!" 



Pete Hickerson of CVM Productions 



"I love this manual! 
Thanks so much. It 
has made my life so 
much easier!" 



"Without a doubt, Joe 
Tracy's Flyer Mastery 
Guide is the single 
most effective, informa- 
tive, biggest bang for 
the buck item I have 
purchased since 
beginning video 
productions/editing 
10 years ago." 



Earl Chessher of CORELANN Productionr 
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Figure 4 



Figure 5 

and a 2, These represent two sep- 
arate screens that you can work 
with inside ToasterPaint The 1 is 
currently highlighted (yellow). 
Click the 2. Your blue screen will 
disappear (don't worry, it's still on 
screen 1). 

STEP 11 Remember the 
Tunnel image we saw earlier? You 



now want to load it onto this 
black screen. From the bottom 
menu, select Disk. 

STEP 12 Under the Load area, 
select Framestore. You want to 
navigate to the area that had the 
Tunnel image on it. In white let- 
ters you should see 
LightWaveDemo listed. Click it 
once. Find the name Tunnel (you 
may need to scroll down) and 
click on it twice. It will load onto 
the second screen! 

STEP 13: Return to the first 
screen by selecting 1 from the 
lower menu. Your blue screen 
should reappear Now select Text 
from the lower menu. 



■!' U In the upper left side 
of this menu is a button that says 
Load Font. Click it once. There 
should be, in white letters (signi- 
fying a directory), the name 
SoftMaker. Click it once, Now find 
the font Front Page Bold {remem- 
ber, they wanted this font to 
match their magazine logo) and 
double-click on it. You should be 
returned to the Text screen. The 
font is loaded. 

Place your cursor in 
the box to the right of Text and 
type in the word CARS using all 
capital letters. Under your text, 
you will see the title Height with 
a small button just to the right of 





NewTek 



NewTekniques Online f 

* Special Feature Sections 

■ In-depth Magazine Updates 
« Special Titanic Reports 

■ New: "The Box" 



ADVAl JSFAK 



www.newtekniques.com 
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it (with double arrows]. Hold 
down youi cursor over this box 
and drag your mouse to the right 
and left. See the numbers 
increasing and decreasing? Drag 
your mouse all the way to the 
right until it reads 300. Let go. 

STEP 16 To the right of that is 
Width. Hold down your cursor on 
the button to the right of Width 
and drag it to the left until it 
reaches -5 (negative five). Let go. 
Your screen should look like 
Figure 5, 

STEP 1 ' Click the Create 
Brush button. CARS in huge let- 
ters will appear attached to your 
cursor and your menu will disap- 



pear On your keyboard, hit the 
Esc key to bring back your menu, 

STEP IB From the bottom 
menu, select Tools. Just above 
Draw Mode, change it from 
Range to Rubthru. Hit the Esc 
key to make your menu disap- 
pear. Now center your CARS 
brush on the screen, then click 
once. The image on screen 2 will 
fill in the text area! Hit the Esc 
key to bring back your menu 
From the bottom menu, select the 
button with the Clapboard in it to 
render this picture and see the 
results on your Program monitor- 
It should look like Figure 6. 

Congratulations - your mis- 




Figure 6 



sion is accomplished! Now you 
can turn this screen and the 
Tunnel image into Flyer stills 
and start experimenting with 
them in a project (Figure 7). 
When your video wins an Emmy, 
be sure to send me an auto- 
graphed picture of you holding 
the statue. 

Job Iraqis editor-in-chief of 

NewTekniques and can be manned via 

jtracy@main.rosenet.net 

He is aiso author of the Flyer 

Mastery Guide - Version 2,0. 




Figure 7 
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ware 



Co-Pilot Audio & Co-Pilot Video 



"Just the kind of tools we need for flying" 



"Things are so much faster, 
I'm going to up my editing 
rates!" 

"Co-Pilot Video cut 6 gigs of 
waste from my project! 
That's like having an 
extra hard drive!" 

"I cut 300 stills to a music 
track, then added 300 
transitions with one click. " 



21230 Meadow Lake Rd., Snohomish WA 98290 



"Co-Pilot Audio is just what 
I needed to make mixing a 
breeze. " 

"Aussie's audio ramping 
saved me hours and hours 
of work. " 

t{ Wow! The time I've saved 
with Co-Pilot... my wife 
thanks Aussie!" 

"A truely satisfied user with a 
couple of great Co-Pilots. " 

(360)805-0148 

ozware@aol.com www.vionline.com/ozware 
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BY scon 

WHEELER 



The second installment in 

the second level ol 

Lightwave courses 

— 'LighlWave 201 ." 



Project Bird: 

FIT BIRDIE FLY! 



For this month's course installment we are going make the bird we created 
in the last issue fiy. This will be our first step into the world of bones in 
Lightwave 3D's Layout. Although we will be using them in their most basic 
form, this will give us a starting point for when we get more complicated in the future. 




I 



Open Layout and load the 
bird object we created in the 
last issue of NewTekniques. 

Before we move deeper, let's 
do a little housekeeping. In 
order to make the feedback of 
Layout as fast as possible 
and allow us to see the bones 
mside the bird, we'll change 
our object so that we only 
view it as points. 

Open the Scene Editor panel 
and click on the Show but- 
ton in the top left cornei 
Drag down to Show All 
Objects as Points Only and 
release. With no polygons 
displayed we can view 
straight through the object 
from all angles. Select Top 
View [2] and zoom in [.j until 
your bird fills the window. 
Your screen should look like 
Figure 1 

For our bird to flap we need to 
add some bones to deform 
the wings. One thing to 



Figure 2 



remember about bones is that 
they will exert some force on 
a large area of the object 
Therefore, you need to add 
anchor bones to the areas you 
do not wish to distort. This 
will become clearer once we 
add the beginning of the 
skeleton to our bird. I mention 
it now in case you experiment 
a little and get what seems to 
be a realty strange result. 

Shift b activates bone mode 
and shift = or numeric key- 
pad - adds our first bone to 
the object. If you ate still 
zoomed in on the bird you 
will see a highlighted V 
shape with the open end at 
the head of the object and a 
senes of lines extending off 
the top of the screen (Figure 
2). This is our first bone. It's 
a little large so we need to 
scale it down a touch. We do 
this by selecting Rest Length 
and not Size or Stretch. The 
reason for this is that Rest 
Length sets the size of the 



30 NewTeknkhjk February/March 1998 



4. 



bone you want to use in your 
object while Size/Stretch will 
deform the model by a factor 
of how you change the bones 
size. To see this in action, 
Size the bone down to X: 
0.12, Y: 0.12. Z:0. 12 and acti- 
vate the bone by hitting the R 
key. What you will notice is 
that the bone has affected the 
whole object, scaling it down 
0.12 of its former size. Don't 
panic though, since we 
haven't set a key frame so we 
can return to normal size by 
jiggling the frames ahead 
[right arrow) and then back 
[left arrow| and then deacti- 
vating the bone |Ctrl-R]. If 
you did set a key frame just 
remove the bone [-] from the 
scene and then add again 
one [Shift = or numenc key- 
pad + ]. We should all be 
back to Figure 2. 

After selecting Rest Length 
• change the value [N] to (.04), 
We need to move our fust 
bone into position, so drag it 
along with the mouse until 
it's at X: -14.5mm, Y: -5mm, 
Z: 61mm. In order to set the 
Y value you will need to 
change the view to the Front 
(XY) view [1[. Just make sure 
you return to the Top (XZ) 
view [2] when you have fin- 
ished. You could also just 
enter in the numeric value 
[N] but that would make 
your mouse lonely so we 
won't do that. It's also good 
to get used to moving things 
around this way since for the 
most part you won't really be 
entering in numbers when 
you animate. Rotate your 
bone -99.30 degrees on the 
heading to line it up with the 
leading edge of the wing and 
set a key frame at [Return]. 
Your screen should now look 
like Figure 3. 



5. 



i 



I. 



8. 



9. 



Now would be a good time 
to save our scene [Shift-S] 
Ultimately we will be using 
this scene to build a flock of 
birds with Particle Storm. For 
this reason, we'll call our 
scene "BirdFlapping_Base" 
since it will be our founda- 
tion bird for building a flock. 

To finish adding bones to the 
wing we need to add two 
child bones [=], Notrce how 
they add themselves like a 
chain to the first bone. The 
three are now connected so 
that when you move the first 
bone the others follow and 
when you move the second 
bone the third follows. Now 
we need to rotate them into 
position so that all the bones 
are just inside the leading 
edge of the wing (Figure 4). 
To do this it will be easier to 
constrain the rotation of the 
bones on just the Heading so 
we don't inadvertently add 
pitch or bank to the mix. 

When you are satisfied with 
the bone orientations, make 
a key frame for them at 
[Return] and set their rest 
positions |R|. If you set them 
to rest out of order the object 
will get a little weird but 
when all are at rest things 
will get back to normal. 

Boning the right wing will be 
easier since we know our 
bird is symmetrical. Repeat 
the steps we went through to 
add bones to the left wing, 
keeping in mind that the rest 
lengths should all be the 
same as the first wing and 
only the Heading and X axis 
numbers need to be inverted. 
Your finished wings should 
look like Figure 5. 

To finish the skeleton we 
need to add one more bone 
to the body | Shift = or 



■■■■■.'Ti-i'miji—L 





q 


! 


OMM 




Bam 




«■* ... 




OtffNI* 


i 


KSi * 




OM> 


. ■ 


,**m 








an 




;v«: • 




&'■:!■ ■- — 




h . P [8 





' ■ -I--. 





Figure 3 




numeric keypad +|. This will 
help in anchoring the main 
body of the bird so that it 
doesn't get too distorted dur- 
ing the wing flapping. This 
will not, however, remove all 
of the distortion since a little 
body, tail, and head-bob will 
help add a life to the motion, 
and since the bones give it to 
us for free we can't complain. 
Set the Rest Length to 140 
and the location to X: 0m, Y: 
-4.5mm, Z: -27mm, rest [R] 
the bone, and create a key 



Figure ' 



frame [Return]. 

All right, it's flap time! For the 
adventurous among you I 
have provided Figure 6, 
which shows the wing posi- 
tions in the eight frame flap 
loop we are about to create. I 
challenge you to try your 
hand at making the same 
sequence on your own. The 
rest of us will continue on 
with the tutorial secure in the 
knowledge we could do it if 
we had. We just want to see 
how I'm gonna get us there. 
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Set your view to Front (XY) 
. |1] and select Bone 1. Type 
the following numbers into 
the Pitch field in the frame 
order listed below. 



II. 



Bone 1 Pitch Rotation 


Frame 


Pitch 





-26.78 


1 


7.60 


2 


22.9 


3 


-17.38 


4 


-34.68 


5 


-34.68 


6 


-43 


? 


-23 


8 


3.82 


Repeat the 


process for 


Bone 2. 




Bone 2 Pitch Rotation 


Frame 


Pitch 





12.95 


! 


22.3 


2 


27.4 


3 


37.15 


•1 


42.55 


5 


31.35 


6 


13.05 


7 


-10 


c 


13.95 







And the same for 
. Bone 3. 

Bone 3 Pitch Rotation 

Frame !-":' -:. 

1.98 

1 9 

2 22.4 

3 3368 

4 41.28 

5 12 88 

6 -2.12 

7 198 

8 -5 

It would be a major pain to go 
through and copy these val- 



I) 



ues into the other bones, so 
we're going to use the magic 
of the Graph Editor to do the 
work for us. 

Reselect Bone 1 and open 
'. the Graph Editor [m]. We 
want our wings to keep flap- 
ping continuously, so set the 
End Behavior to Repeat. Save 
the motion for Bone 1 as 
"Bonel " and close the Graph 
Editor [p]. 
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If you added the bones in the 
.correct order the first bone in 
the right wing should be 
Bone 4. Open the Graph 
Editor for Bone 4 [MJ and 
Load in the "Bonel" motion 
file. The motions for the two 
bones are now identical- 
Close the Graph Editor [P| 
and take a look at the bird. 
Notice that the bones have 
now flipped over to the other 
side of the object, putting our 
feathered friend into a rather 
uncomfortable position. To 
help him out, open the Graph 
Editor [M] again. We need to 
invert the X Position of Bone 
4. The Graph Editor defaults 
to X Position so we don't 
need to change that. Open 
the Scale Keys requestor and 
enter in -1.0 for Scale Value 
by. Next we need to invert 
the Heading Angle. Click on 
the X Position pop-up and 
drag down to Heading Angle 
and release. Open Scale Keys 
again and enter another -1.0 
for Scale Value by. The last 
step in the transposition is to 
make sure End Behavior is 




II. 



set to repeat and close the 
Graph Editor [P]. 

If you shuttle through the 
. frames now you should see 
Bone 4 following the same 
motion as Bone 1, just invert- 
ed. Complete the flap cycle 
by transposing the other 
bone motions, (i.e., Bone 2 to 
Bone 5 and Bone 3 to Bone 
6). 

You now have a happy flap- 
ping bird! Save this scene, we 
will need it to make a flock of 
birds in the future to finish off 
our project. 

As for next article, now is the 
time to go out and get 
VertiLectnc. We will be using 
it to make a log hut that our 
birds will eventually flock to. 
Till then have fun with you 
new bird, remember to feed 
him and let him out now and 
again to fly around. As always 
feel free to write me at uber- 
scott@uberfx.com. I look for- 
ward to hearing from you. 
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Figure S 
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Introducing the new 1998 QuikPak A4060T PowerTower 

At first glance, just a new, larger, more stylish case. 

But... 

when you release the patented hydraulic door, the PowerTower begins to whet the appetite of Amiga 
Power Users with a host of standard features and available factory installed options. 



Standard: 

MKELS120SuperFloppy 
Accepts PC formats down 
to 720KB and up to 100MB 
of storage using available 
SuperDisk media. 



Standard: 

24X CDROM with factory 
installed software 



Standard: 

880K AMIGA Floppy Drive 



And... when you "pop the hood" 

You find more drive bays and more room 
for peripherals. The removable side 
panels make it easier than ever to add 
drives, and boards to your system. 
And a few other surprises that make 
this the most powerful, versatile and 
expandible Amiga™ yet. 




Cross-Platform 
Multitasking 



Optional: (shown) 
Syquest 1.5Gb 
SCSI removable media 
HDD makes transporting 
Data and applications easier 
than ever. 



pttwedby 





AMIGA 



And, just when you thought we forget our A4000T customers. 



QUALITY 



A4000T owners can upgrade to the A4060T PowerTower. 

By upgrading, all the new features and options are available and the warranties 
on the A4000T mother board, A/V board, Disk board, and Ports board are 
renewed for 1 more year! 



Qmnsssm 
UIKPAK 



Contact your local dealer for more information 



900 East Eighth Ave.— 3rd Floor 
King Of Prussia, PA 19406 
TEL: 610-287-8866, FAX: 610-287-0746 
or by email: sales@quikpak.com 

or visit our Web site at www.QuikPak.com 
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(TIVE TV 6 FILM FIX MARKET 



Bringing the if* 
skeleton to lie in 
lightwave 3D 
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MYTRIBUTETO RAY HARRYHAUSEN 

I don't think there's an animator alive who hasn't been affected by the work of 
Ray Harryhausen. Who can forget the classic images of Mighty Joe Young, the 
Cyclops from The Seventh Voyage ofSinbad, Medusa from Clash of the Titans, 
or my personal favorite, the skeletons from Jason and the Argonauts. If you love ani- 
mation or just love movies, you've been entertained at some point by this man. 



Above: Because this was a waist-up 

shot, them was no need to load the 

legs of the skeleton 



An Invisible Skeleton 

When I received the storyboards 
foi Wishmastei, I smiled when I 
got to the page with the skeleton 
attack. I was finally going to get 
to animate a skeleton foi a feature 
film, or at least 1 hoped 1 would. 
My heart sank when I learned the 
plan for the sequence was to use a 
mechanical skeleton puppet for 
the whole thing. But I had a feel- 
ing something might come up. 

During principle photography, 
the mechanical skeleton looked 
and performed well, but there was 
something missing While the 
makeup effects crew was rigging 
for the next shot I took the oppor- 
tunity to convince the second unit 
to shoot a background plate to use 
"just in case." After we rolled a 
couple takes 1 took measure- 
ments- First, I needed the camera 
info: focal length, lens, lens 
height, pitch angle, dutch angle, 
and a tough estimate of heading 
angle (measured 90 degrees from 



the wall). Then I noted the loca- 
tion and characteristics of the 
lights. Because this was set up for 
filming a practical prop and actor, 
all the lights were already set I 
also took a few pictures and video 
of the mechanical skeleton for ref- 
erence. I'm sure in dailies the next 
day a few people were wondering 
what they were looking at when 
the shot of a wall came up. Up to 
this point there was no digital 
skeleton effect, it had no FX num- 
bei, no storyboards, no budget, 
and most of the crew (including 
Robert Kurtzman, the director) 
didn't know there was even a 
chance it was in the works. 
Because there was no reason to 
hold on to the film until editing 
started (so the length of the shot 
could be determined) we were 
given the plate of the wall early 
on. After the film was scanned at 
Digital Magic it was delivered to 
us on Exabyte tape With the 
background in hand and the 



blessing of Tom Rainone, the 
film's effects supervisor, it was 
time to get to work. 

All About Bones 

My first step was to model the 
skeleton using the reference 1 took 
and a single scanned frame of 
another shot of the skeleton- 
Working with a low-res Viewpoint 
skeleton object. I created a skele- 
ton suitable for my needs. Most of 
the bones were MetaForms or 
MetaNURBS, but a few needed 
extra attention. The skull was a 
bit more challenging, the jawbone 
(or mandible for you Ph D's) of the 
practical skeleton was oddly 
shaped and protruded quite a bit. 
[ reworked it to get the right look. 
About every bone was manipulat- 
ed in some way. The hands were 
challenging. There were a lot of 
bones and I had to think ahead 
about how I was going to ani- 
mate. 1 decided to make each 
hand a single object, and if they 
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needed movement I would bone the bones. I 
also split the spine into two objects, separated 
just below the rib cage. This cut down the 
number of loaded objects and simplified the 
animation. Every bone needed to be moved to 
set its center in a logical place. It took a few 
hours of "doctoring" to get all the individual 
bones ready. Now I needed a "master scene." 

Master Scene 

One scene-creating technique at Computer 
Cafe is "master scenes." This mainly consists 
of all the elements to build a character, set- 
ting, or lighting setup. After loading every- 
thing into place and setting up parenting, 
scaling, and so on, a scene is saved When we 
need that particular element, we just 'Load 
From Scene" and everything's ready to go. For 
the skeleton, the master scene consisted of all 
the bone objects loaded and patented, as they 
needed to be for smooth animation. I also tend 
to uso tiio master scene for rough surfacing. To 
match the practical skeletons surfaces. I used 
Lightwave's built-in surface settings as well 
as a custom surface plug-in. For the skeleton's 
primary surface, I started with a basic bone 
color with the standard surface settings, i then 
layered the custom plug-in four times, once for 
an overall bloody mess, once for some black 
discoloration, another blood layer in a different 
scale, and another for some bumpiness. With 
some specularity to make it look wet, every- 
thing was looking pretty good. The only other 
surface was the teeth. For them I used a tooth 
enamel color as the base and cut back on the 
opacity of all the plug-in layers. 

Bwie-imotion 

With everything ready, animation and integra- 
tion could begin. While setting up the scene 1 
couldn't help but think of pictures I've seen of 
Ray setting up his sequences with the surface 
gauges and attention to detail. I was truly 
inspired. The first step was to "rough in" the 
scene I loaded the provided background into 
Digrtal Fusion and adjusted the color levels 
and brightness/contrast until it matched the 
reference shot, 1 also blurred it enough to set 
the skeleton off of it. This simulated the depth 
of field but also stripped out the film gram, 
which wouid need to be dealt with later. When 
the look of the plate was right, 1 saved it and 
loaded it as a background image in 
LightWave. Using my notes from the set, the 



camera was put into position and the 
right lens was selected. I then loaded 
the skeleton from the master scene 
and put it in position. For true integra- 
tion, lighting is essential, so I set up 
three lights with settings similar to 
those on the set. The lights consisted 
of a key light (fairly harsh and raking 
from the right), a nm light (to pick up 
the outline and fill in some detail), and 
a "bounce card" area light (to fill in the EMB 
shadows a little). With some tweaking ("end- 
less test renders") the lights looked good. It 
was time to animate! 

The skeleton's action was to stand up, look 
around, spot a suitable victim, and leap out of 
frame. I knew this was a waist-up shot so 1 
didn't bother to load the legs. Why mess with 
what won't be seen? I started by crouching the 
skeleton out of frame and set a key frame for 
every object. It was then a matter of slowly 
building up the action. I started with the big 
moves, like standing up and leaping, and 
wotked down to the subtle stuff, like the way 
it sneers when it spots the victim. Since there 
was no specific frame count to the shot it was 
a free-for-all. I did see a rough cut of the 
sequence that gave me insight into the timing. 
The last step was to make minor lighting and 
surface adjustments and add our Film Grain 
plug-in to the frame. For a test tender. I set the 
resolution to Dl and rendered the sequence. A 
few more tweaks were made to the lighting, 
surfacing, and animation and it was ready for 
final output. For the final output, the resolution 
was set to 2048 x 1556, the camera was set to 
high antialiasing, motion blur with a 33 per- 
cent blur length, and the image format was set 
to SGI RGB, It rendered overnight on a 
500MHz Alpha. The frames were backed up on 
Exabyte and sent for film-out. 

The 14-Hour Skeleton 

I don't know if it was inspiration or blind luck, 
but I turned that shot around in a day. In the 
final cut, the shot was split into three pieces, 
and the final sequence is excellent. It was a 
thrill to see my skeleton come to life on the big 
screen. With music and sound effects it was like 
watching someone else's work. I'm no Ray 
Harryhausen, but maybe someday I'll be close. 

torn Williamson is effects supervisor for Computer 
Cafe, Inc. Email him at tom@computercafe.com. 



Above and below: 

The skeleton's action in Wishmaster was 
to stand up, look around, spot a suitable 
victim, and leap out of frame. 




Terms of the Trade 

Plate-A shot to be used as a background lor a visual 

effect. 

Dailies-the daily screening of everything shoi the pre- 
vious day. 

Dutch angle- A "banked" camera. To accomplish this 
a "dutch-head" is used on the tripod or dolly. 
Focal length- The distance set on a camera lens :t> 
determine what is in locus. 

Algorithm- A mathematical procedure usually involv- 
ing repetitive steps. 

Surface Gauge- The device used in animating phys- 
ical objects. It is placed near a reference point on the 
object to determine the distance you have moved while 
posing between frames. 

Depth of field- The distance on either side of an 
object in focus that is also in locus. 
Film-OUt- The procedure of exposing computer images 
on film. Also called "recording out." 
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CANDID OPINIONS ON THE LATEST PRODUCTS AND PLUG-INS 



film Grain Plug-in 



BY PATRIK BECK 



W 



hat can you say about a product that is most successful when invis- 
ible? That's the case with the legendary Film Grain plug-in from 
Worley Labs, distributed by NewTek, which is now available. 



The Film Grain plug-in adds 
artifacts to sections or all of a ren- 
dered image to reproduce the 
grain seen on movie film. In other 
words, it makes it "grainy." 

The plug-in is copied from the 
CD into the plug-in directory and 
activated by using the "add plug- 
in" command. The documentation 
is provided as a hypertext 
Netscape document and does a 
very good job explaining the film 
grain process even for those who 
have little experience dealing 




This image was shot on 15mm film 
stock, transferred to video, then digi- 
tized. The creature had Film Grain 
applied to help marry it to the scene. 

with film. The plug-in is activated 
through the effects panel/image 
processing tab under image filter 
plug-ins. Film Grain has an 
Options panel that enables you to 
make several adjustments to the 
size, color, and nature of the grain. 



The default size for the grain is 
2.00 pixels, which is a little 
extreme for video work but just 
about right for 2K film. I found 
that grain size from 1.15 to 1.85 
works well for video resolutions. 
You can control the amount of 
grain for each of the color chan- 
nels — red, green, and blue — indi- 
vidually, to compensate for film 
that has been color corrected. A 
variation setting allows the grain 
to increase with the color value to 
further emulate natural film grain. 

When real film gets oversatu- 
rated with light, it can have the 
effect of washing out its own 
grain. This effect can be duplicat- 
ed with the grain decay function 
that is activated by checking the 
"include saturated grain effect" 
box. 

The grain can be added to the 
full image, to rendered objects 
only, or to specific surfaces. 
Individual surfaces can be 
flagged whether or not to receive 
the film grain on a per-surface 
basis. This is very handy when 
using front projection mapping, so 
that the image used to mask out 
part of the screen does not get 
double the proper amount of 
grain. 

At the bottom are the L and S 
buttons, These are for loading and 
saving your favorite settings. This 



is a very important function that 
many other plug- ins skip and I 
am glad to see it here. The docu- 
mentation mentions that some 
sample settings are included on 
the CD but the samples did not 
make it to my CD. 

I do have some minor gripes. 
The settings on the film grain 
option panel are of the set-and- 
forget type, which means there is 
no way of varying the settings 
over time. Some sort of envelope 
would be nice, or the ability to 
use a reference object. That 
would be particularly handy 
when using film grain to simulate 
electrical interference or video 
static 

My other gripe is mostly per- 
sonal. There are no examples 
included. There are no scene files 
or before-and-after examples. 
Granted chat most of the time the 
proper settings will need to be 
done by eye, it would still be 
handy to have a chart of the prop- 
er settings for 8. 16. and 35mm 
film stock. (The CD contains only 
the plug-in and the docs, leaving 
it 99.9 percent empty. Does this 
bother anyone else?) 

With the proper settings, you 
should be able to match nearly 
any grade of film. The ability to 
select the effect on both a per- 
object and per-surface basis is 



LIGHTWAVE 3D TOOLS 

Film Grain 

Ileal World Navigation Suite 

FLYER AND 
TOASTER TOOLS 

vVaveMaker 2.5 
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fllis Grain 

$149 (Intel. DEC Alpha) 

Web: 
www.neivtek.coni 



Newtek, Inc. 

B2DD lH-iD West Ste. * 

San Antonio, IK 78230 
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simply wonderful, as is the ability 
to load and save settings. 
Though the Film Grain plug -ins 
primary purpose is for composit- 
ing LightWave renderings with 
film stock, it is useful for other 
things as well. A dash of grain to 
a LightWave animation is like 
adding a little reverb to an audio 
mix, and you should notice it 
more when it's taken away than 
when It's added. 

The Film Grain plug-in does 
what it is supposed to do, does it 
well, and in a way that is both 
precise and easy to understand. It 
is a no-bramer that anyone using 
LightWave for film work should 
have this plug-in. Videographers 
and animators should also give it 
some consideration when looking 
for that something extra to 
include in their bag of tricks 
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3 yiew Help 




Real World Navigation Soke gives you the 

power to create virtual walkthroughs and 

other panoramic effects. 



CONTACT 
INFORMATION 



Ftea! Worii! Navigation 

Suite 
S349 (hardccpy) 

$299 (electronic copy) 

www.smcDthmDve.tDm 

mail: 



Infinite Pictures, Ino, 
33 NW First Ave, Sin. 1 




Infinite Pictures' Real World 
Navigation Suite for Lightwave )D 

Have you ever wished you could simply walk through your 3D 
models or virtual environments in real time, without having to 
render every time? This is what Real World Navigation Suite 
(RWNS) for Lightwave 3D from Infinite Pictures has accomplished. 
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RWNS enables you to transform any 
Lightwave scene into a "SmoothMove 
Panorama," similar to other popular virtual for- 
mats like QuickTime VR from Apple or IPIX 
from Interactive Pictures, Inc. For convenience, 
the SmoothMove viewer (for seeing the results 
on your Web site or other multimedia applica- 
tions) is widely available for free directly from 
Infinite Picture's Web site. 

One of the most original features of RWNS 
were the clickable hot spots that can be creat- 
ed over your environments. These hot spots 
can be used to initiate things like AVI movies 
or WAV files, or target a page on the Web. Thus 
you could create a string of SmoothMove envi- 
ronments, connected together through hot 
spots. 

In order to produce a Panorama, RWNS needs 
to render a total of six frames of a still scene; 
those six frames are equivalent to the six sides 
of a cube. LightWave renders those frames with 
its lens opened to a perfect 90 degrees. RWNS 
then takes over and stitches those six frames 
into a seamless spherical environment for your 
camera to scroll into. 

The whole process is easy to set up. Simply 
load a scene into LightWave Layout, place and 
adjust your camera, activate the Camera 
Motion Handler that comes with RWNS, and 
in the Render panel, use the RWNS animation 
saver. Then render! 

There are a few limitations inherent to the 
process, however. For example, I found that 
some lens flares will create some visible 
seams, especially those that change shape or 
strength based on the camera's angle. You are 
also limited to motionless environments, 
which is to be expected. 



1 found installing RWNS to be flawless. 
This is one of those rare instances where I can 
say that I was impressed by a software instal- 
lation- The installation program detected that 
I had an old version of the viewer installed on 
my browser and offered to remove it, so that a 
newer version could be installed in its place. 
In all, it installed over half a dozen tools on my 
hard disk, including the plug-ins for 
LightWave and for my browser (Netscape and 
Internet Explorer compatible) and a few other 
tools. 

Also included are the Avatar Editor, which 
enables you to place virtual avatars in your 
environment, the Hotspot Editor, the Pan 
Viewer, and the CG Seamer, which help stitch 
photographs into a Panorama- 

The registration process makes you mail or 
email a 16-digit code in order to receive the 
final key to unlock the plug-ins. After sending 
my key to Infinite Pictures via email, it only 
took about an hour or so to receive the unlock- 
ing code. 

I was a bit disappointed by the fact that there 
are no sample environments on the CD, Other 
than that. I found the Real World Navigation 
Suite to be a tool with many uses. An architect 
could use it to represent a virtual walk-through 
of a virtual house, a Web site designer could use 
it to create a rich 3D Web environment, and it 
could also be used in many ways in an interac- 
tive presentation. 

I strongly suggest you take a look at some of 
the samples posted on Infinite Pictures' Web site 
located at www.smoothmove.com. I'm also now 
looking to use some of this technology at the 
NewTekniques Web site located at 
www.newtekniques.com. 
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WdveMdker 2.5 




Radiosity Software has just released a 2.5 upgrade for its popular 
WaveMaker program. It Is fully compatible with NewTek's 
Lightwave 3D 4.0, 4.1, 4.2, and Video Toaster Flyer. Updated are 
several new pre -fabricated scenes for even more incredible animations on 
the Flyer. 

Tony Stutterheim's anginal WaveMaker 2.0 
was released in 1993 and was designed to be a 
quick and easy interface to create LightWave 
animations even for inexperienced animators 
Everything is done in WaveMaker by point and 
click. You can add your logo to a scene; choose 
how the logo moves on and off the screen (as 
well as set the duration times and length), 
change backgrounds; and add up to eight lay- 
ers of elements to the scene. A LightWave 
scene file can then be generated by 
WaveMaker and rendered in LightWave. 

Before version 2.5, version 20 featured 16 
pre-fabricated animation scenes that were set 
up and ready for tendering. All you had to do 
was add your logo and WaveMaker did the 
rest It even gives you the option to create your 
own custom LightWave animations. I found 
the "less is mote" approach to be more satis- 
factory when creating my own custom anima- 
tions. Too many elements tend to clutter up the 
animation and detract from the logo's pres- 
ence and purpose. 

Version 2.5 includes a new set of eight pre- 
fabricated scenes A word of caution here, 
though: After checking with Radiosity, 1 
learned that these new scenes are so complex 
that they really eat up your chip RAM. With 
one scene in particular (Industrial). I was 
warned not to try to render it until I had exited 
WaveMaker and any other application I might 
have running I was told that the minimum 
RAM needed for that scene was 18MB. They 
were right. Even with all my applications 
turned off. LightWave gave me the dreaded 
"Not enough memory for frame buffer" mes- 
sage when I attempted to render the scene. 

But wow, what a fine-looking LightWave 
scene it turned out to be! Imagine the inside of 
a fog-filled warehouse with lots of mysterious 
spots and walkway lights. 



By 



There are chains hanging from the ceiling 
and a circular steel-plate riveted floor with a 
huge hole right in the center. Now yout logo 
comes rising up out of the hole in the floor on 
a pneumatic pedestal as the camera dollies in 
closer. Get the picture? Each of these new ver- 
sion 2.5 scenes is special in its own way. The 
designers have truly taken this program to a 
new level. 

I recently used the "Pillar" prefab for one of 
my clients, which would have taken a couple 
of hours or more to create from scratch. With 
WaveMaker 2.5 it's just a point and click away 

Another great feature of WaveMaker is 
SmartAnim. Just add your logo and let 
WaveMaker randomly select the background 
elements and set up the scene for you. If you 
are running LightWave simultaneously. 
WaveMaker will load the scene automatically 
for you All you have to do is hit the Render 
button. How much easier could it get? 

Ii you do a lot of industrial videos where you 
want something with more punch than a sim- 
ple flying logo. WaveMaker 2.5 is for you. 
Make sure you have enough RAM, however, 
and don't forget to kill off all your applications 
before rendering the more complex scenes. 



WaveMaker 2*5 oifars a 
new set of eight pre-fabri- 
cated scenes, but make 
sure you have enough RAM 
to run the program, 
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WaveMaker 2.5 
Radiosity Software 
SlZSIAiiiga) 
S75 (upgrade) 

Wab: 

vwra.waneteso.oel/~wavB/ 

mail: 

3970arthSl. 
Shortview.MN 55126 
(612) 484-4097 
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When it comes to all-in-one professional 
video editing, it's the hands-down winner. 



The Emmy winning Video Toaster"' from 
NewTek is the desktop video production 
system that puts everything you need for 
professional, broadcast quality video right 
within reach. 

It delivers "must-have" features like 4-input 
video switching, character generation in 100 
Postscript™ fonts and over 300 effects, not to 
mention 2D and 3D graphics tools. But it's 
also packed with extras. Like the ability to 
insert video clips into Lightwave 3D anima- 
tions. CD quality audio. The ability to overlay 
animated video transitions across the screen 
in real-time. Easy drag and drop control. And 
the most reasonable price tag in the business 
on a system comparable to those costing 
S50,000 or more. 

But to really make the Video Toaster hum, we 
created the Flyer... the tapeless, nonlinear 



Ail trademarks and registered trademarks are the sole property ol 
their respective owners. © Copyright. NewTek Incorporated. 1997. 



editing powerhouse that revolutionized video 
editing. There are no bulky, multi-machine 
systems. No plodding off-line studio. No 
botched up editing. Nothing but you, the 
Flyer and the fastest means of getting from 
rough to finish without losing a bit of quality. 

Which is why, from prime time broadcast to 
local news programming, corporate films to 
event videography, Video Toaster Flyer is in 
the picture. 

To see why, call: I-800-847-6III. Outside the 
U.S., call: 1-210-370-8000. Or check out our 
web site at: www.newtek.com. 
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Mastering the candle- 
Mi moment with 

Lightwave 30. 



Lightwave by 




T 




When I first started to dabble in 3D imagery, I remember being fasci- 
nated by how the computer could realistically reproduce the effects 
of light playing on the surfaces of objects. Of course, this was back 
in the days of chrome balls on checkered floors, and 3D images always seemed 
hard and cold. One of my first attempts to get around this cold imagery was a sim- 
ple candle-lit scene involving a single candle and some wine glasses. Everything 
looked pretty good in spite of the lack of any real texturing abilities, but the image still 

seemed a bit hard (yet not as cold). All I needed was to 
get that CG look out of the image, and get it to look 
real. When Lightwave 3D came along, the realism fell 
into place. The following steps will help you create that 
special candle-lit moment. 



All the elements in action, showing 
the soft lens reflections S the even 
wax glow, courtesy of motion blur 



IIk Candle 

Enter Modeler. To size the 
windows appropriately, zoom 
in using the > key until you 
have a 10mm grid. 

Widen out the face view and 
select the Polygon menu. 



Select Create Points and 
place a point on the Y axis 
centerline at roughly the 
145mm mark. Add a few 
more points, tracing out a 
tapered shape similar to the 
one in Figure 1, You should- 
n't have more than about 10 
points for this step. 

Hit the P key to create a 
polygon Don't worry if this is 
not an exact match — we re 
not done yet. Switch to the 
Modify menu and select the 
Drag tool. Tweak this shape 
a bit if it's not a very close 
match to the image. Pay spe- 
cial attention to the hook- 



4. 



like shape at the top. It 
might not look correct now, 
but we're going to be doing a 
bit of "Meta-magic" on it 
later. Once the shape is 
matching, make sure you 
have two points that rest 
exactly on the center Y axis. 
This will assure a good lathe, 
which is what we're going to 
do next. 

Go to the Multiply menu and 
select the Lathe tool. Pull up 
the Numeric requester, set 
the axis to Y, and make sure 
the center fields are all zeros. 
Leave the number of sides 
set to 16, and hit OK. Hit 



40 TttHWUES February/March 1998 






r rr i . 


OllJI 






\ 







Return to finish the Lathe. 
You should now have a rough 
representation of a candle- 
Rotate this 11.25 degrees 
around the Y axis. This 
would be a good time to save 
the object. Now to start the 
magic. 

5 Widen the top view and fit 
. the candle to it by hitting 
Ctrl-A. We're going to switch 
to MetaNURBS mode for 
much of the remaining work, 
but we have a few three- 
point polygons that just don't 
work in that mode. [Editor's 
note: As of version 5.5. 
MetaNURBS works with 
three- or four-sided poly- 
gons.] Switch to Polygon 
mode and hit the W key to 
bring up the polygon stats 
panel. You will notice that 
there are 32 polygons listed 
as having three points. Hit 
the + button to select these. 
Go to the Polygon menu 
again, and this time hit the 
Merge button. You will now 
have a 16-point polygon at 
both the top and bottom of 
the candle. You will also have 
a couple stray points sitting 
on the center axis. Delete 
these points, as they are no 
longer needed You're now 
ready to go into MetaNURB 
mode. What about the 16- 
sided polygons, you ask? 
We'll keep the 16-sided poly- 
gons for now. MetaNURBS 
won't affect them for what 
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we're going to do 

Hit the TAB key and click OK 
on the warning that pops up. 
You'll notice the candle has 
taken on a much more realis- 
tic look. I prefer to keep the 
Display Options Patch 
Polygon turned off since that 
option tends to add too many 
lines, which obscure the 
work area. If I get lost. I can 
toggle MetaNURBS on and 
off to quickly get my bear- 
ings. It's also a good idea to 
work using a color similar to 
the one for rendering, so let's 
get this set now. 

Hit the Q key, and give it a 
I i surface name, such as can- 
dle. Set the RGB values to 
206, 38, 30. Give it a low 
glossiness, 70% specularity 
and turn on the smoothing 
option. If you're using a color 
preview display, you'll see 
the candle looking more and 
more like the real thing. 

To give it a melted look, we'll 
9* now rough up the top of the 
candle. Zoom in to the top of 
the object and select points 
that are floating above the 
lip of the candle. Go to the 
Tools menu and select Jitter. 
In the Jitter panel, select 
Uniform and set a radius of 
5mm for the Y axis and for 
X and Z. Hit OK. The candle 
should look melted at the top 
like Figure 2. Undo and try 
this again a few times to get 
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the look you like since each 
time you execute the Jitter, 
you'll get a different result. 

Deactivate MetaNURBS for 
now and select the 16-sided 
polygon in the center. Bevel 
this upward, with an inset of 
and a shift value of 5mm. 
Make sure you have the edge 
setting set to Inner. This 
might seem a bit short for a 
wick, so repeat the bevel. 

Deselect everything and hit 
• the TAB key. Hit OK on the 
alert that pops up. You'll 
notice that the base of the 
wick now curves smoothly 
into the surrounding area. If 
we only did the one bevel, 
this curve would creep up 
the wick too far. 



Figure t. 

The beginnings of a candle. 
Note the second point adja- 
cent to the center point in 
the dip. 

Figure 2. 

The evolution of the candle 

top, highlighting the points 

that are jittered, and the 

polygon that becomes a 

wick. 
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Figure 3b. Flattening a channel for the wax run-off. 




Figure 3c. The beginnings of a drip, showing how the 
selected patch is used to keep the candle side smooth. 
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Figure 3d. The drip takes shape with a few repeated 
bevels. 




To make the candle look used, we'll add 
some diips down the side In the Top 
view, select the three center "slices" of 
the candle on the negative Z side. Go to 
the Display menu and Hide Unselected 
(Figure 3a). What we want to do first is 
pull down the lip so it is about even with 
the base of the wick. This will be the 
point where our wax starts to drip. 

In the face view, select the top-most 
L MetaNURBS patches, which lead from 
the base of the wick to the top of the wax 
lip. Make sure the outer strip that runs 
down the side is not selected. Using the 
Stretch tool, place the cursor about a mil- 
limeter or two below the base of the 
wick — you should still see some points 
there. Place the cursor over them and 
then scale the selected patches down so 
that they are nearly level (Figure 3b). 

Once this is done, deselect these patches 
1% 
i. and select the outer patch that leads 

down from this channel we just created. 

This is the patch that we will "grow" into 

a long wax drip using the bevel tool. To 

get started, let's first bevel this with an 

inset of and a shift of 1 mm. 

| Working in the side view, rotate the new 
''■: selected patch so it is roughly aligned 
with the side of the candle. Once done, 
use the stretch tool to narrow it a bit in 
the face view, and to adjust its height 
From here, you car. use the drag tool from 
the side view to position it so it is similar 
to that in Figure 3c. Don't wony if this 
patch doesn't look right What we're after 
here is to get the two long patches on 
either side of this one to smooth into the 
rest of the candle without any readily 
noticeable bulging. Now we can start 
using a combination of beveling and posi- 
tioning to bring this drip down the side of 
the candle. 

1 Bevel this patch again, and use the drag 
\)t tool on the side view to pull the new 
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patch out and downward. Do this bevel 
and drag routine a couple more times, 
and you will soon have a long single drip 
down the side of the candle. Fee! free to 
alter the thickness and shape of this drip 
as you go. 

Now that we have a good-looking single 
drip (Figure 3d), we can add in a few 
other drips, since wax likes to form multi- 
ple paths over older drips. Deselect the 
patch you were just working with and 
select a new patch near the top of this 
drip, preferably a sideways-facing one. 
Again, using a combination of bevel, 
drag, and move, start "growing" another 
drip. Don't worry too much about having 
too many points cluttering up the area. 
The drag and move tools will only affect 
the points that are connected to the 
selected patch that you're beveling with, 
so you won't accidentally disturb any- 
thing else. If you do get lost, and cant 
figure out what points belong to the 
patch you're working on, tap the TAB 
key, and the patch will revert to polygon. 
Its corners will show you the locations of 
the points you want After awhile, you 
should have a nice cascade of drips run- 
ning down the side of this candle, as in 
Figure 3e. 

Once you have a series of drips that 
you're pleased with, unhide the hidden 
patches. Before taking this into Layout, 
we need to get rid of these MetaNURBS 
patches. In this case, we won't use the 
Freeze tool to do this. Instead, we'll use 
the old Metaform tool. The reason is 
those two 16-point polygons are at the 
top and bottom of the candle. If we did a 
freeze on the patches, they would pull 
away from these non-NURBS polygons, 
leaving gaps in the object. Metaform will 
do a similar effect, but will not pull away 
from these patches. To do this, make sure 
that only the MetaNURBS patches are 
selected. 



Figure 3e. The finished drip, after applying a few bevels 
to its sides. 
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Tap the TAB key to flip these back to reg- 
ular polygons. Now. apply the Metaform 
tool without deselecting them Do this 
twice. You will notice that the top and 
bottom 16-point polygons will remain flat 
yet will slightly alter their edges to 
remain connected to the newly formed 
polygons, 

The last step to do on this is to triple the 
. non-planar polygons, which there will be 
a good number of by now. In Polygon 
mode, hit the W key, select the + beside 
the non-planar label, then hit Shift-T to 
triple these. Done! Now save the model 
and load it into Layout. 



Surface Color: 


206, 38, 30 


Diffuse Level: 


90% 


Specular Level: 


70% 


Glossiness: 


Low 


Sharp Terminator: 


On 


Smoothing: 


On 


Max Smoothing Angle: 


80 degrees 


Bump Map: 


Fractal Bumps 


Texture Size: 


X: 0.02 




Y: 0.002 




Z: 0.02 


Texture Amplitude: 


20% 


Texture Opacity: 


100% 
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Most candles are made with a very light - 
. color wax that is coated with a richer 
color on the outside. This lighter wax 
becomes visible where the flame has 
begun to melt the wax, so let's add this 
detail as well. In layout, select the top 
view and center the candle in it. The 
candle should be in its default position 
for this and preferably it should fill the 
view nearly to the edges. 
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The first thing we need to do with this is 
.give it a waxy look. Try these values for a 
quick start 



A slight fractal variation in the color chan- 
nel will enhance this even mote, but make 
it very slight 



Take a screen grab of this and bring the 
. image into an image editor. Once there, 
paint the inner area of the candle top a 
bright white, but do not paint past the lip 
of the candle. Paint the rest of the screen 
black, so you have a white disc-like 
shape on a black background. Figure 4a 
shows a cutaway of this image superim- 
posed on the actual screen grab, The 
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Figure 4a. A cutaway revealing the original capture 
below the painted map. 




Figure 4b. The simple setup of the alpha image 
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green square indicates where the image 
should be cropped- Apply a slight blur- 
ring to the image to soften the edge of 
the white area What we have just made 
is an Alpha image that we will use to 
color the center of the candle without 
affecting the outer color Save this image 
as a grayscale named CandleTop.tif, and 
load it into LightWave. 

In the Surfaces Panel, map this image 
onto the candle along the Y axis, as both 
the Texture Image and the Alpha, then 
hit Automatic Sizing. Make sure the tex- 
ture is centered on the X and Z axis. This 
has now run a light streak through the 
center of the candle while leaving the 
original red color on the outside 
untouched This allows you to freely 
change the color of the candle using the 
color sliders while still keeping the white 
center If you added the little dimple in 
the image over the wax drips as shown, 
you could run into a problem with this 
dimple causing a vertical stripe through 
the drips and down the length of the can- 
dle. To avoid this, use the Texture Falloff, 
A value of 8000 along the Y axis works 
well Just make sure to center the textute 
at the base of the wick— a value easily 
found in Modeler by placing the cursor 
over the wick and reading the coordi- 
nates in the lower left corner— or this 
image will sit somewhere deep inside the 
candle, invisible to the camera. Set the 
Texture opacity to 80% to give the white 
center a slightly reddish tint. 
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Figure 4c. The final 
effect of the alpha 
image. Note the lighter 
shade running over the 
drip edge. 
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To color the wick, we'll use the diffuse 
channel to darken it. Click the T button 
beside Diffuse Level and select this 
image again. Map it along the Y axis, but 
this time, make the Texture Image a neg- 
ative, and deactivate the Width & Height 
Repeat. Give this texture a size of about 
0.003 so that the image just fits over the 
top of the wick and fades out as the base 
widens. This may require a bit of tweak- 
ing to get just right. Set the Texture 
Opacity to somewhere around 90% so it's 
not a pure black. You should now have a 
candle very similar to the one in Figure 
4c. 

Save this object so you don't lose the tex- 
ture information. Now that we have a 
candle, let's light it up. 

Hop back into Modeler, and zoom in until 
your grid size is 2mm. 

In the Face View, plot out a few points to 
trace the profile of our flame object. This 
object should only be about 4 to 5cm tall 
and 10 points should be about all that is 
required. Select these in a clockwise 
order and create a polygon. Make sure 
you have at least the bottom center point 
resting exactly at on the X and Z axis. 
Again, you can use the drag tool to 
adjust the points so the shape looks 
something like the one in Figure 5a. 

Helpful tip: When creating a polygon that 
is going to be lathed to create an open- 
ended object, place a single point out in 
front of the open end, forming a spike. 
This way, when you lathe the polygon, you 
can easily remove this spike by clicking on 
the point with the polygon selector and 
delete the polygons for the spike, thus 
opening the end of the object. This works 
particularly well for complex shapes that 
may preclude the ability to just lasso the 
end polygons. 

Select the Lathe tool and open its numer- 
.ic requester. The default values of 16 
sides centered at are just what we 
want Set the axis to Y and hit OK. Hit 
the Enter key to perform the Lathe. 
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Select the polygons that form the point at 
. the top and delete them. Now, we're 
ready to smooth this out. 
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Go to the Tools menu, click on the 
Custom button, and scroll down to 
MetaFormPlus. In the panel that pops up, 
activate Triple ALL QUADS, and enter a 
subdivision level of 2. Hit OK, and we've 
done the flame. Save this object as 
Flame.lwo. 

Note: We could have done this using the 
standard MetaForm, but to get the same 
result would require two passes and we 
would also have to take a third step and 
triple the polygons afterward. The 
MetaFormPlus does all this in one single 
step. 

To surface the flame realistically, two 
images will be required. The first is a 
simple vertical grayscale image, graduat- 
ing from black to white, top to bottom. A 
few vertical streaks will improve the 
effect (Figure 6a). To create a color map 
for the flame, hop into your favorite paint 
program, and create an image similar to 
the one shown in Figure 6b Be sure to 
make the bottom eighth of the image a 
light shade of blue. This is important, 
since this will create the simulation of a 
blue inner flame. This image does not 
need to be large; a 64 x 64 pixel size will 
be sufficient. Blur the image a bit to soft- 
en any haish edges that may appear. 



Jl In Layout, clear the scene if you haven't 
£• already done so, and load Flame.lwo, as 
well as the two images created above. 
While in the Objects panel, turn off all 
the shadow options for this object 
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Open the Surface panel and rename this 
surface to Flame. Set the Diffuse Levei to 
0, and activate Additive. Smoothing, and 
Double Sided. 

Click the Textuie button for the 
Luminosity channel and select 
Cylindrical mapping. Choose the 
grayscale image as the Texture Image 
and auto size it. Deactivate the Pixel 
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Figure 5a. The polygon that will be lathed. Note the 
pointed top. 




Figure 5b. The lathed object with the pointed end poly- 
gons highlighted, ready for deletion. 




Figure 6a. A very useful gradient grayscale The vertical 
streaks are its secret. 



Blending and the Texture Antialiasing 
options. The Texture Axis should be set 
to the Y axis. Click the Transparent but- 
ton for Edge Transparency and set the 
Threshold to 0.9. All it needs now is color. 

f We will use the small color image we cre- 
A ated earlier, but this one will be spheri- 
cally mapped to the flame. For now, click 
the Texture button beside the Surface 
Color settings. Select the color image for 
the Texture Image, and set the Texture 
Type to Spherical, Set the Texture Axis to 
Y again, and activate Pixel Blending. 
Texture Antialiasing should be deactivat- 
ed here. What remains to be done is to 
line up the blue part of the image so that 
when it's spherically mapped onto the 
flame, the blue part of the image only 
covers the hump at the bottom of the 
flame. We could spend time trying out 
various values for the texture center, or 
we can use Modeler to tell us the value 
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Figure 6b. Color map for the flame, with the bottom 
eighth of the image colored blue. 



Enter Modeler and switch to an empty 
layer. In this layer, create a simple 16- 
sided cone in the face view. Size does not 
matter, but position does. Set the layer 
containing the flame object as a back- 
ground layer and using the Move tool 
move this cone to a position in which the 
two bottom-most tnangles just cover the 
"hump" at the bottom of the flame. When 
you have this set up, select the center 
point of the cone, and hit the I key. Tins 
will bung up the info panei for the select- 
ed point. Read the value in the Y field. 
This is what we will use as a center for 
the texture (Figure 7). Since we're trying 
to line up the bottom one-eighth of the 
color map to a specific portion of the 
flame, a 16-sided cone provides a great 
reference for where this blue area will 
map to when it's spherically projected. 
The cone has eight segments from top to 
bottom, each representing one-eighth of 
the image. By positioning this object so 
the lowest segment just covers the hump, 
we've determined the center point need- 
ed to have the lowest one-eighth of the 
image to cover the same area. 
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Go back to Layout and enter this value 
. into the Y field in the Texture Center. 

Save this object again so we don't lose 

the texture information 
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Hit F9 to generate a test render of the 
. flame. You should have an orange flame 
with a blue inner flame on the screen. If 
the flame appears too washed out, go 
back to the Objects panel and adjust the 
Object Dissolve slightly. This can be used 
to adjust the flame's apparent brightness 
and even be used to vary it over time if 
required. 

While we're here, we'll give this flame a 
. little life, since these things tend to 
dance around a bit in real life. The first 
thing to do is enter the Displacement 
Map options. Select Fractal Bumps as the 
Texture Type and set the Texture 
Amplitude to 0.002 and Frequencies to 1. 
Change the Texture size to 0.01 on all 
three axes and then click on the Texture 
Velocity button Enter a value of about 
0.002 on the Y axis. This will cause a 
small, upward-moving rippling effect for 
the flame, If we left everything as it is 
now. the base of this flame would tend to 
bound around too much To fix this, we 
first need to center this texture at the top 
of the flame. A value of 0.04 in the Y axis 
field should do Next, click the Texture 
Falloff button and enter a value of 1600 in 
the Y axis field This will reduce the dis- 
placement at the bottom of the flame 
without removing it completely. Generate 
a wireframe preview to see this in action. 
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We can make this flame bounce as 
though the air was disturbed. We'll do 
this by merely adjusting the height of the 
flame over a period of about two seconds. 
Open up the Motion Graph for the flame 
and set the Current Channel to Y Scale 
We'll give the flame a series of six 
bounces here, so we'll need to add 12 key 
frames to the graph. Select the Create 
button and add new key frames to the 
graph, similar to the ones in Figure 8a 
For best results, this oscillation should 
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only span approximately two seconds, 
and should decrease in intensity. Scale 
values should range between 0.7 and 1.4, 
alternating up and down. Add a last key 
frame a few seconds later, say frame 300, 
to let the flame settle itself again. Key 
frame and the final key frame should 
both be zero so we can loop this later. We 
can also animate the width of the flame 
to match its flickenng by dragging the 
key frame values around for the X Scale 
and Z Scale channels as well. Again, 
keep the variations small. Values 
between 1.3 and 0.8 are a good range to 
work with (Figure 8b). Do another wire- 
frame preview to see how these changes 
look in action 

To give this flame a sense of wind direc- 
tion, we'll also animate its bank. In the 
Motion Graph, set the Current Channel 
to Bank Angle, and drag the key frames 
there to form another series of waves. 
This time, we'll only do a couple waves 
heie since we don't want this flame to go 
too crazy. Drag the points to form a curve 
similar to the one in Figure 8c, keeping 
the values between 15 and -15. Set the 
End Behavior to Repeat and that's it! The 
flame is now alive! Save this scene as 
Flame Iws. 
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The last thing to do is to have the flame 
cast light, and to have this light respond 
to the flame's movement. For this we'll 
set up a small hierarchy that the light 
will be attached to. In the Objects Panel. 
add two Null Objects. Name the fust 
"Flame Base" and the second "Spinner." 
Close the panel, and parent the Spinner 
to the Flame Base. Then parent the 
Flame Base to the flame object itself. Be 
sure that your current frame is frame to 
avoid any "lost" key frame information. 
Using the Front or Side view in Layout, 
move the Spinner upward until it sits at 
almost the mid point of the flame and is 
slightly off center. Create a key frame for 
it there, then open the Lights Panel 
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Rename the default light to Flarnelight. 
Change its color tc a light orange 
color— RGB values of 255, 160. 16 work 
well for this— and set the Light Intensity 
to about 60%. Also, set the Light Type to 
Point, and set the Intensity Fallofi to one 
meter. 

Activate Lens Flare, and enter the Lens 
Flare Options, Select Central Glow, Red 
Outer Glow, Fade Behind Objects, Lens 
Reflections, and Fade With Distance. For 
Nominal Distance, we'll leave tins at 1 
and adjust the Flare Intensity and Flare 
Dissolve to 50% each. Add a four-point 
Star Filter to this, rotated to 45 degrees, 
and we're done here. Close the panels 
and go back to the main Layout screen. 

Parent this light to the Spinner null and 
move it upward along the Y axis, approxi- 
mately one-fourth the height of the flame, 
and key frame it there. Now, with this 
assembly, the light will move to match 
every little stretch and tilt that the flame 
object does, keeping its place m the mid- 
dle. The only problem is thai shadows 
cast by this flame will look too sharp 
That's what the Spinner null will fix, with 
the help of motion blur, by merely spin- 
ning 720 degrees on its bank axis each 
frame. With a default motion blur setting 
of 50%, this will give a full 360-degree 
"orbit" of the light around the null, which 
will give the effect of a larger light source 
and its soft-edged shadows 

Open the Motion Graph for the Spinner 
null, select Bank Angle, and create a 
new key frame at frame 1, Give this a 
value of 720 and set the End Behavior to 
Repeat. This gives us a vertical orbital 
path for the light, but since it's circular, it 
will now be wider than the flame object. 
Close the panel and switch to the Flame 
Base null. Using the Stretch control, 
adjust the Flame Base null to about 0.5 
for both the X and Z axis, leaving the Y- 
axis at 1. This will squash the light's path 
since it is a descendant of the Flame 
Base null. 




Figure 7. Using a cone as a template to determine tex- 
ture coordinates 
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Figure 8a Modify the Y scale to make the flame bounce 
gently 




Figure 8b. UsetheXBZ 
thickness 



es rs alter the flame's 




Figure 8c fhe tilt envelope that will simulate a small 
wind gust. 
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Side view showing the 
squashed spinner null in 
purple with the point light 
attached above. 
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Since this new oval orbit is still flat when 
viewed edge-on, shadows in these direc- 
tions will not look quite right. To fix this, 
we'll twist the oval by rotating the Flame 
Base null once per frame as well. Open 
its Motion Graph, and select the Heading 
Angle. Create a key frame at frame 1. 
and give this a value of 360. Again, set 
the End Behavior to Repeat, and close 
the panel. When rendered with motion 
blur, LightWave will blur the lighting 
effects of this light as it travels its path 
on every frame, simulating the effect of 
an area light. 

Since we're already using motion blur to 
simulate a larger light source, we can 
also use it to simulate light transmission 
through candle wax. To do this, we'll use 
two spotlights. Open the Lights Panel, 
and click Add Light Rename this new 
light to Wax Glow, and set its color to 
RGB 255,190,85. Set the Light Intensity 
to 200% and the Light Type to Spot. 
Activate the Intensity Falloff, and give 
this a value of 0,08 For Cone Angle, type 
30 in both fields. Activate the No 
Specular option, and finally, set the 
Shadow Type to Off. Close the panel. 

Parent this light to the Flame Base null, 
and move it to 0.08 meters on the Z axis. 
Next, select the Flame Base null as this 
light's target as well. To make the second 
spotlight, merely open the Lights Panel 
again and clone this light. Then set the 
new light's 2 value to -0.08 meters. This 
will give you two opposing spotlights 
pointing toward the flame, which will 




50. 



end up illuminating the top portion of the 
candle when we place this flame on it. 
Since these will not cast shadows, they 
will illuminate everything at the base of 
the flame while their sharp falloff pre- 
vents any light from affecting nearby 
objects. 

The last thing we need is a handle to 
make positioning the flame easy, so let's 
create another null object, and call it 
Handle. Parent the Flame to this handle, 
and you should have a hierarchy like this: 

Handle 
Flame. lwo 
Flame Base 
Spinner 
Flamelight 
Wax Glow (1) 
Wax Glow (2) 

Save this scene again and then clear 
Layout. 

Load in the candle object again, and then 
. click on Load From Scene Select the 
Flame.lws file, and click Yes when 
LightWave asks if it should load the 
lights. 

"1 Close the panel, and select the Handle 
)L null. Parent this to the candle, and then 
move it up to the top. 

All that remains is to incorporate this can- 
dle assembly into your own scenes, which 
is easily done by using the Load From 
Scene command. Render with motion blur 
to see the effects of the various lights, but 
to fully appreciate this, you really have to 
see it in motion 



Dave Jerrard is the director of computer graphics and 

animation at DVisions Studios in London, Ontario, 

Canada. He has been using LightWave professionally 

sines it was first released 
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ing on and he fold me that it leaked like it could be part of a really neat tram 
Sidetracked with that thought, it became tie centerpiece far the raiting image. 

email: cheaio@ulster.net 

phone: (914) 335-4955 





SUBMISSION 
INFORMATION: 



I you have an image you 
would like considered lor 
publication in fJetsleMques 
magazine, save it as a TIF 

orJPS file and mail it to: 



201 Sanrjnoinle Ave. 

Sle. GOO 

Santa Ana, CA 92707-5761. 

You may alsn email it to 
jtiacy@main.rosenet.net. 

Hmlekmques only 
publishes images that have 
not appeared in any other 
publications or an the Web. 

Be sure to include your 
name, phone number, 
and a description ot the 
image with your submission. 



WW 



{horlesGdOJliell- 
"TheWmerTrougli" 




Software: lightwave 10 5.0 

Description: The Water (rough is a roan Iron a game idea that we have been laying with at 
Paradigm Prcductiors tailed Isle ol the Minotaur. The architecture is based on the Palace 
ol Knossas on the Is'amf ol Crete — the legendary home of the Minotaur. Any investors 



email: gaushel!@7dimes.corn 




Eric Knight Holbmeh — "Autumn Colors" 

Software: iigWaie 3D 5.0 

Description: A Quiet pond scene depicted during tie season of autumn. 

email: wirewoll@beslwes.flel 
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Call 800-544-6599 

MON.-FRI. 9-6. SAT. 10-4 CST 
INFORMATION 414-548-8120 • FAX 4 14-548-8 130 
TECH SUPPORT/RMAs 414-548-81 59 • 12-4 PM, Mon-Fri. 









Safe Harbor 
Computers - 

Your #1 Soiure for Digital 
Video, 3D Animation, and 
Multimedia IMxlncts. 



4 ^ff Visual Inspirations 

Batch Factory. Amiga 49.99 

Control Tower. Amiga 139.00 

Corporate Video Backgrounds is a 
collection of 250 visually stunning, 
royalty-free backgrounds which can lie 
used in any Mac. Intel, or Amiga-based 
Video Editing Facility... 
Corporate Video Backgrounds. ..89.99 

Decision Maker, Amiga 179.00 

Road Signs, Intel/Amiga 49.0D 

Surface Pro provides you v/ith over 60 
new seamless, image-based surfaces 
that are instantly available through 
Lightwave. No matter what the shape 
or size you'll never see a seamline... 
Surface Pro for LW, Amiga/Intel .59.00 




Harness the power ot image FX with 
Visual FX for Image FX. Features 
volumes of transitions and Special FX 
templates; can also be used with the 
Flyer, VLAB Motion, Draco. PAR and 
Broadcaster Elite.,,. 

Visual FX lor Image FX #1. Amiga. ...89.00 
Visual FX lor Image FX #2, Amiga ..105.00 
Visual FX lor Image FX #3. Amiga ..110.99 
Visual FX lor Image FX M. Amiga Call 



Dab. Intel/DEC Alpha 89.00 

Extract Audio, Intel 59.99 

Fiber Factory 2, Amiga 59.00 

Fiber Factory 2, DEC Alpha 129.00 

Fiber Factory 2. Intel 129.00 

Fiber Factory Mac ...89.00 

Motion Master Vol. 1 or 2. Amiga. 85.00 

Particle Type, DEC Alpha 99.00 

Particle Type, Intel 79.99 

Point At. Intel/Mac 59.99 

ProPak Bundle, Intel/DEC 219.00 



Sparks, Amiga 1 15.00 

Sparks, DEC Alpha 199.99 

Sparks, Intel 154.99 

Sparks, Mac 139.00 

Time Machine, Intel/DEC 79.00 

Wobbler, Intel 59.00 

Wobbler. Mac 69.00 






" 



Digital Fusion V2, Intel 1925.00 

Digital Fusion Lite, Intel 779.00 

Digital Fusion Lite Upgrade ..1249.00 
Edit Bay • Analog video capture card; 
includes Video Action Pro 5.0. .739,00 
Perception A4V Audio Card. ..1159, 00 

Perception NTSC PC 1595.00 

Perception Capture Card 859.00 

Perception/Caplure Card 

Bundle 2369.00 

Perception Bundle/Video 

Action PVR 5,0 2759.00 

Perception Executive Producer - This 
value pack includes PVR. Capture Card, 
FX Accelerator, A4V Audio Card and 

Video Action NT 5.0 3999.00 

Perception F/X Accelerator ....829.00 
Personal TBC IV 839.00 



Personal TBC Plus 1229.00 

Personal V Scope 829.00 

Spark DV-2000, Intel 689.00 

Spark DV-2000U, Intel 

w/o Adobe Premiere 459.00 

Spark/Video Action 

Pro Bundle 669.00 

Universal TranscoderOPS-210. 1239.00 





W E 



R CLOSE 



sony $P Seagate Quantum 

Quantum Atlas II 4.55GB Ultra Narrow/Wide ^..../v Call 

Quantum Atlas II 9.1GB Ultra Narrow/Wide JrV V^all 

Seagate ST91685AG 1 ,6GB IDE 2.5" ^sTc//' 31 '' ftto 

Seagate ST32171N 2.1GB Barracuda... JS ^* C(? o„ r 

Seagate ST34572 Narrow/Wide 4.SGB Ultra Barracuda.. /^m, ' Ces? y^ 

Seagate ST34501 Narrow/Wide 4.5GB Ultra Cheetah Z....JA JsJT* 

Seagate ST19171 NarrowA/Vide 9.1GB Ultra Barracuda NF.CaU 

Seagate ST19101 Harrow/Wide 9.1GB Ultra Cheetah Call 

Seagate ST423451 Narrow/Wide 23.4GB Ultra Elite Call 

Sony SOT 9000 DAT 12GB Int (Great with the Fiver 1 ) 1043 00 





CD Archilect - Design and build CDs 
with speed and precision; write audio 
COs directly form your PC: operates as 
a stand-alone editor or can be used as 
a plug-in for Sound Forge 4.0; 
supports PQ code editing and a full 
range of CD recorders: includes Sound 
Forge XP... CD Architect 249.00 

Sound Forge 4.0 - Professional sound 
editing (or Windows: produce studio 
quality audio with an impressive set ot 
effects, processes, and tools; expand- 
able plug-in architecture supports 
DirectX Audio Plug-Ins... 
Sound Forge 4.0 299.00 



Sound Forge XP 4.0- Express 
audio for multimedia and the 
internet. Heighten your internel 
presence and bring your multi- 
media projects alive with dozens 
ot audio effects and processing 
tools. Record, edit and process mono or 
stereo files quickly and easily. File 
format suport includes Microsoft WAV 
and AVI, RealAudio and RealVideo, 
Active Slreaming Format, and Java AU... 
Sound Forge XP4.0 94.00 

Acoustics Modeler - Newt Recreate 
acoustic environments v/ith this signal- 
processing tool. Adds real sounds to 
existing recordings- 
Acoustics Modeler.. 185. 00 so Hie 
DirectX Noise 
Reduction 229. OD 

XFX1 159.00 



_ 



Promix keeps you from running out of 
audio tracks. Preserve audio levels, 
pans, balance, fades, and timing while 
mixing clips. 
Promix 89.00 

Bring back those neat Toaster tricks 
with Rentier FX. Transform any 
Toaster effect into a single Flyer clip. 
Render FX 125.00 



Special! Purchase Promix or Render 
FX and get Flyer Flight Notes video al 
half price! Hosted by Don Ballance, 
Flyer Flight Notes is just what you 
need to work your Flyer to its 
potential. This is a must-have tutorial 
presented by a top-notch Flyer expert. 
Flyer Flight Notes 25.00 



PROWAVE, INC. 



Puppet Master- Amazing plug-in for 
Lightwave! Created by Fori Owurowa. 
this product aids in character anima- 
tion. Features: Allows you to pick 
points on your object by assigning 
them as separate groups and move 
them individually, enables you to cut 
your object into sections, and much 

more Detinitely a must have! 

Requires Lightwave 5.0 and up. 

Puppet Master, Intel/Mac. 299. 00 

DEC 349.00 

Amiga 159.00 

Puppet Master 




Aussie's Fast Frames 2.0, Amiga ..75.00 

Co-Pilot Video 1 .0, Amiga „ 89.00 

Co-Pilot Audio 1.0, Amiga .,,-.89.00 
Co-Pilot Video/Audio 1.0 

Bundle, Amiga 170.00 

Multicam Editor 139.00 



Ozynre 
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Audio Thunder 69.99 

Composite Studio Pro 119.00 

Digital Motion Flyer Clips CD.119.oa 

Fly F/X, Amiga ....149.00 

Pro Wipes 3.0 Vol II. Amiga ..75.00 
Toaster4.1d Upgrade CD. .499.00 

VideoGemsCD 50.00 

Wipe Studio 118.00 

YBT 55.00 



ANIMATION/EDITING/ 
GRAPHICS/SOFTWARE 



4D Paint. Irtel 439.00 

Adobe Premiere, lntei/Mac.515.00 

Adorage Magic B5.00 

After Effects. lnlel/Wlac.649/629-00 

Art Etlect 2.0, Amiga 169.00 

Power Effect #2, Amiga ....45.00 

Superview. Amiga ,,,.45.00 

Boris Effects 3.0 33900 

Boris Effects Ltd 139,00 

Bryce3D 189,00 

Cinematte, Intel 179,00 

DeBabelizer Pro 359,00 

Detailer. Intel/Mac. .279.99/29900 

Digital Museum CD 115,00 

Dimensions. Intel/Mac 59.00 

Dinosaurs ROM CD 125.00 

drawStudio 2.0, Amiga 155.00 

Extreme 3D, Intel/Mac 405.00 

Final Effects Complete Intel/Mac Call 

FXTreme Call 

Hash 3D Anim. Intel/Mac ,.185.00 
Hash 3D Master Pro, Intel ,550.00 
Hash 3D Master Pro, Mac .529.00 
Hollywood F/X 3.0, Intel ..,.359.00 
Imagine, Amiga/Intel. .100/389.00 

Intini-D, Mac 519.00 

Infim-D w/lnterior Design 

Collection 640.00 

I MacroForm 2.0 Call 

Media Studio Pro 5.0 439.00 

Monument Designer V3 .Call 

Orgamca 149 00 

Painter 5.0, Intel/Mac, .259/225.00 

PhotoShop Action Pack 549.00 

Poser 2, Intel/Mac 119/145.00 

Pov/er Surge: Fillers 129.00 

Power Surge: Generator. ...429.00 
Power Surge: Transformer ..169.00 
Power Surge: Transitions .12900 

Pyromania I or 2 CD 139.00 

Pyromania I & 2 CD Bundle..195.00 

Pyromania Pro, Intel/Mac 245.00 

Real 3D, Amiga 399.00 

Real 3D, Intel 849.00 

Reel Explosions, Intel/Mac, .310.00 

Reel Fire, Intel 315.00 

Universal 3D CD,,.,.. 119.00 

ViZfx 359.00 

World Construction Set 3 ....Call 




Oxygen li™*: pictures 

Oxygen 102. Intel 389.00 

Oxygen 202, Intel 859.00 

Oxygen 402. Intel 1699.00 



liTORIAL 



VIDEO TAPES 

Advanced Features, Lightwave 39.99 

Cinematic Visual Effects 39.99 

Digital Cinematography 39.99 

Flyer Advanced Techniques 39.99 

LightWawe 3D 5.0 Tutorial Bundle .125.00 
Lightwave 3D Modeler 

1 & 2 Bundle 69.00 

Lightwave Lab Vol, 1 Characters..35.u0 



Lightwave Quickstarl 5.5 39.99 

Mastering Modeler 39.99 

Organic Modeling & Animation ....39.00 

PhotoShop Essentials New! 39.99 

Plug-In Power New' 39.00 

Pro Flying Logos 39.99 

Pyrotechniques 39.99 

Steamer - Effects Tutorial 39.00 

Surfacing Techniques 39.99 

Spacecraft Modeling Design 39.99 

Spacecraft Surfacing 39.99 

Video Toaster Essentials 39.99 



BOOKS 

Flyer Mastery Guide Vol 2 Call 

Inside Lightwave 3D 5.5 41.99 

Lightwave 5 Character Animation., 44.00 

Lightwave Power Guide 44.00 

PhotoRealF/X 42.00 

The Lightwave 3D Book 38.99 

CD ROM TUTORIALS 

TutorVision 3D CD 49.99 

LENYCD 69.00 

LENY CD Vol 2 Char Anim 45.00 



IN STOCK! 





NewTek 



^LIGHTWAVE 3D 

LightWave 3D 5.5 - Powerful 30 software that 
unleashes your imagination and gives you the 
freedom la put creativity in motion! 

Lightwave 5.5. Mac 1675.00 

LightWave 5.5 Intel 

w/lnterior Design Collection 1799,00 

LightWave 5.5 DEC 

w/lnterior Design Collection .1799.00 

LightWave 5,0, Amiga 1165.00 

LightWave 5-5.5 Upgrade, Intel 459.00 

LightWave 5-5.5 Upgrade, DEC 449.00 



LightWave 4-5.5 Upgrade, Intel 629.00 

Lightwave 4-5.0 Upgrade, Amiga 289.00 

LightWave 5-5.5 Upgrade. Mac 449.00 

Call for School or Government discounts, 
Competitive or Cross Platform Upgrades! 

LIGHTWAVE PLUG-INS 

Film Grain 139,00 

Motion Pack, Intel/DEC 229.00 

Caiibar Test Signal Generator ....299.00- 

• After $30 instant rebate Irom Sale Harbor' 

Call tor Pricing on Toaster and Flyer Systems. 
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jljjp ■ :^t ^J_S't_is 

This supercool, 
interactive 
LightWave tutorial 
provides 
excellent tips, 
info, and great 
entertainment, 

LENY CD #1 69.00 

LENY CD #2 Great lips for 
improving character animation in 
Lightwave 5.5 45.00 



____- — --■ 
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,y^~N UGHTWAVE PLUG-IN/ 


*Lw UGHT ™ VE weum 


"XT SOFTWARE 

AVI Load 




....49.00 


Con-Motion 


Call 


Fractalizer, Intel 


145.00 


Hurnanoid for LightWave. 


.160.00 


Light ROM Vol. 5 CD 


...39.00 


Light ROM Gold CD 


...29.00 


Locks Key. Intel 


.169.00 


Movie Models Aviation..., 


...39.00 


Particle Storm 2.0 


Call ! 


Partycles 


Call j 


ReaJiTools. Intel ..... 


.129,00 


Scene Machine, Intel 


...85.00 


Solar System Kit/LW 


.119.00 


Shaderman. Intel/Mac 


.139.00 


Vertilectric, Intel/DEC 


...75.99 


Vertitilities, Intel/DEC 


85.00 



MeshPainl 3D, the world's only 
real-time 3D paint program for the 
creation of custom texture maps 
directly on an object's surface... 

MeshPaint3D, DEC 275.00 

Intel 199.00 

Mac 95,00 

Genesis for LightWave: new visual 

effects plug-in! Features 
« * lens flares, lightning, gas 
*" clouds, space effects. 

and more! 315.00 



:/.\ 



ImageFX 3.0 

w/CineMorph 

is the most complete 

image processing solution you'l 

find for the Amiga. Easy and 

powerful interface: fantastic 

special effects ..ImageFX 3.0 

..._ine...[irpli. Amiga 225.00 

Aladdin 4D ..189.00 

ImageFX AND Aladdin 4D..350.00 



*fe 



Sale Harbor is dedicated to providing quality digital video, animation 

and multimedia products, technical expertise, and courteous, 

personalized service to our customers to maintain our impeccable 

reputation ami total customer satisfaction. 



Terms; PCs accepted from s_r.c_!_ 
and government agencies • Personal 
cliKks require 7 days lo clear. ■ 
Defective products replaced 
promptly RMA number required 
(call 41 4-54B-B159. Cor ai 
merchand.se returns Returns 
not accepted after 15 days. 
Returned products must __ m 
Original packaging sosiage 
prepaid. OpeTteOscfrwarenat 
returnable Srvipp:npcft_rges 
not relundable Returns subject 
to a 15 E = restockinc Im * Nfft 
responsible for typos. Prices 
subject lo change 
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Iphoto- VIDEO -pro audio! 





THE PROFESSIONAL'S SOURCE FOR PHOTO, 



FOR ORDERS CALL: 

800-947-9938 

212-444-5038 



OR FAX [2*1 HOURS): 

800-947-9003 

212-444-5001 



Stare & Mail Order Hours: 
Sun 10-4:45 • Mon & Tues 9-6 

Wed & Thurs 9-7:15 
Fri 9-1 » Sat Closed 

On the Web: http://www.bhphatavldeo.com 




BH OuickDial 

Mow. you can instantly r?acti a prolessional sales associate in our Order Department to assist you with your spe- 
cie needs. This new feature will speed you through the information and ordering process, making your commu- 
nications with B&H a more pleasurable experience Simply look over tne cnart below to see the OuickDial codes 
tor each department. Call BfiH, then dial the corresponding department code at any time during our welcome mes- 
sage, to instantly connect you to the department you need. 



QuickDial Options for • 

OurcliDia 



VIDEO • PRO-AUDIO MENU 



Industrial Broadcast Equipment 



Pro Video Equipment & Accessories 74 

Non-Linear Editing & Coniputer-b^sfd Video 731 





QuickDial 


3D Animation 


732 


Pro Audio Equipment 


8 



Used Video Equipment 



75 



SONY 




AUTHORIZED U.S.A. DEALER 

WE CARRY A FULL LINE OF SONY 

CAMCORDERS, VCRs AND EDITING 

EQUIPMENT FOR IMMEDIATE DELIVERY. 

• All equipment complete with USA warranty and all accessories 
as supplied by Sony • Call for the best prices 



Panasonic 

AG-EZ1 

3-CCD Digital Videocassette Camcorder 



i Three CCDs with 270, 000 pixels each are horizontally staggered for 
optimum, resolution. 

1 Distal recording system delivers incredible SOD Imp s of Horizontal resolution 
anc virtually no noise. The signal -to-noise ratio is &4dB, an improvement of 
6-9 dB over conventional analog systems This actually lepresenls a 5/N ratio 
2-3 limes better than existing camcorders. 

1 Audio ls also recorded drgita'ty using PCM [Pulse Code Modu-lation) lor quaii- 
ty that rivals CDsVou can crioose between two-channel 16-rjit recording or em 
sets of 12-bit stereo, with the second set reserved lor uses such as narration 

1 Includes a huge 1.5" iBC.000 pixel color wie^rnder. Tr>ev*eiiirRndefifsotitei20 
decrees vertically tor shooting subjects from high ot low angles, 4 ns professional 
si:* means you don't have to oress it ajamst your eye to see the picture 

■ BVi-in Dtgrtai Electronic Image Subitejr (DEIS) compensates lor iirtery video and 
is particularly effective when the digital zoom is employed 
Equipped with 10:1 power and 201 digital room lens Both zooms are adjustable m 
lour speeds (3.5 seconds— 1 S seconds) based on how hard or soft (he zoom tog- 
gle is pressed. To set up a sbel quickly, a Turbo 2oom (unction moves from tight to 
.vies angle, or vice versa, in under two seconds. For extreme close-ups trie lens 
can focus up to 1/4 jnert from the sufliect 




• Digital Photo-Shot lets you record a stiil- 
Irame tor aoout si» seconds, while audio con 
tmues as normal This ((jure is grew tor cre- 
ating; video photo albums or insurance lapes. 
as 290 still pictures can 0a recorded on a sin- 
gle 30-miriu.Je tape and 560 shots on a 60- 
mmute tape. Using the TopScan teature any 
shot can be found easily. 



JVC 



GR-DV1/GR-DVM1 

CyberCam Digital Video Camcorders 




DIGITAL VIDEO 
The -3H-DV1 and GR-DVW1 combine a 570.000 pureJ CCD with 
4 1.1 digital component recording to deliver razoi sharp plc- 
tttm wrth 500 lines of testfmtiori. Oiojul image to&rliw elimi- 
nates camera shake without affecting resolution 

DIGITAL AUDIO 
CD quitty audio s now available. Oqat\ audio recording oeir.-ers 
2 channels a -lEkHi (1 E-hiii sampling for highest quality or tour 
channels at 32kfe (12-bit) when dubtiuig or miwngis required. 

DIGITAL EFFECTS 
A mulhtude or special effects are possibie with the GR-DV1 
be Lrfmg wipes, tades, and dissolves, in addition, some special- 
ized effects sucti as Classic Film, Monotone, Sep^a and Strobe, 
can oc recorded n the camcord at or can be played through dock- 
ing station— even if they weren t originally recorded 1 

SNAPSHOWJICKPIX/ANIMATIDN 
■ Snapshot mode captures sliil images wilh a white border 

arcund it and even adds a shutter sound effort. In Motor Ortve 

mode multiple snapshots get recorded In rapid succession 

with an interval of 0.7 seconds between pictures. A Snapshot 

Search feature lets you put together a video album using cap- 

tired photos 

• OurCkPix or 5-second -record mode automatically records live 
second clips ol video and audio when start button is pressed 

• An maiio-n mode records scents lor |-jist t'Slh ol a second each 
hire the start burson ts pressed When inanimate oflpects are 
recorded with slight changes in position between shots jn am- 
MatiM effect 15 rendered tg t» objects making them come alive. 

GR-DVM1 

Same features as the GR-DV1 except it adds the world's first rrgh- re solution 2.5- nch por/crystallne silicon TFT active matru 
monitor. The high-flefiniiion 1 30,000 -pixe I LCD offers incredible viewing with a horizontal [■espfutioi &f 4QQ lines. 



DIGITAL ZOOM 
I OX variable speed optical zoom wit 
bott-fn macro delrvers razor sharp 
images from a distance- or as close as 
1 5 cm. A 20X dqital zoom and tOOX 
Super Digital zoom aliow image capture 
from tremendous distances while retain- 
ing a good degree ol sharpness 

USER FRIENDLY MENU SYSTEM 
Zoom rocker control is used to make the mtlerent selections as they 
appear m the cotor viewfinder so you can pick sellings trom tne 
menu without tailing your eye away oil the vrewtmder This design 
also keeps controls and switches to a minimum 

DOCKING STATION 
Muiti-!un:lian docking station oilers even more sophisticated play- 
back capabilities plus advanced editing tun: lions 

* R A (Random Assemrjle) edntng enables programmed rearrange- 
ment of up to B scenes at a time- just by marking the beginning, 
and end of see lies 

* Insert editing and 4-cha.nnel stereo audio dubbing are possible 
using the docking station. Video insert allows new video to be 
inserted over prerecorded segments withcut disturbing trie audio 
segmem When inserting audio. 16 bit (4fkHr)fuH audio insert 
replaces recorded audio without disturbing the existing video track 
In the 12 bit (32kHz) mode 2 additional audio tract! can be added 
10 tne existing audio and mixed 

- In addition to the five special effects available through the docking 
station, there are 1? scene transitions that tail &e selected 



r$500' 
Rebate 

ttiru 




Panasonic 

ag-dp8ooh 

S-VHS 3-CCD Digital Signal Processing Camcorder 



iimmi 

ImiUPeRcnm 



1 Three high-densrty 330.000 pixel CCDs with hall-pitch. pi«el ollsef achieves over 750 
lines o( horizontal resolution, a S/N ratia of 600B and remarkatle semlth Ity cl tB il 
2000 lux Additionally the Frame Interfen Transfer (HT] CCDs minimize vertical smear. 
so you maintain rmpressrve picture qitalrty even m very bnght illuminatipn 
1 Digital Signal Processing circuitry provides four va3uarj!e cerMtiis 
\ I Cdnsrstentty reliable up-to-spec perlormance 
2| Fine adjustment ol a wide range ot parameters 
31 Memory storage and instant recall of specil'c setlirgs 
4 1 More itaAie and higher quality image processing,, as weit as easier marnieri-ance 

* Six Scene File modes Tnaie are two user modes lor custom digital parameter settings including Honroii.il Detail, Vertical Del.nl. 
Chroma and Oirk Detail, and Color Correction. The (our preset modes are ncrmai, fluorescent, special and sparkling. 

• In addihon lo regular AGC (Automatic Gam Comfolj-. Sup*ircam has a Super High Gam mode. At Ft. 4 this enables shouting gndei illu- 
mination as tow as 2 lux white retaining detail and color balance. 

» Synchro Scan lunaion allows llicker-lree shooliny ol computer monitors. Elecironk; srnrtter incremenls can Oe sel variably from I 61 
seconds to 1/253 of a second. 

■ Built-in internal time code generator lets you record wilh SWPTE LTC/ViTC (Long it udina [.Vertical Interval) time code 

■ Two hi-fi stereo aLdio channels with a dynamic range of BO dB, as well as two linear audio channels with Dolby IIR. rjormal'Hi-Fi 
recording is selectable Uses XLR connectors to further ensure high-quality sound 

■ Has a 26-pm connector on ihe back that ouipuis s composte or cornpanent video signal This enables convenient backup 
recordings u&ng an acditionat VCR erjuipped wrth a 26 or 1 4-pin connscior 

■ 1 '".- - ./ i i p:.-.r- zj! '- ■!.-■; ied lo ai optiDrul in n pham Pews eiit 1 1 mrftdied sfftopnMAl I .-"■-■, ;, - m - ■■ \,t m not In us 





JVC PROFESSIONAL 

GY-X3 3-CCD S-VHS Camcorder 

By employing professional camera techno^/ <n new economical ways. JVC has succeed- 
ed in bunging to market a professional 3-CCD camera thai breaks a 1 ! previous price barri- 
ers Tie new GY-X3 delivers all the performance ol a high end 3-CCD camera— (ugh ieso- 
lution high sensitivity, low noise and natural color— at an T credible price 
Feilures: 

« Three 1/3" CCDs provide a senuiliuity rjf 3000 lust at F3 ). slgnai-to-noisc ratio of 
60dB and 650 lines ol horizontal resolution. 

• Low lighi capability allows you Id sheet in as little as 4 lux and still have bright pic- 
tures with good resolution and strong, vivid colors.. 

• Full Auto Shooting (FAS) mode instantly adjusts tn charges in shoolmn conditions 
Vou can go from bright outdoors to indoor lighting and gam, ins. audio level and 
cola balance will all be auto rratsc ally adjusted. 

• Variable Scan View allows Hic^er-tree shooting of a computer monitor 

■ Has a built-in 1 4:1 (5-5-77mm) contmuosly variable speed 200m fens Thj amount ol pressu re applied to the rocker determines 
the speed of the zoom Both the ins and iow can be controlled manually il desired 

' Buiii-in ContTpl Track (CTL) lime code generalor as well as a hme-'dile generator. The advanced CTL lime code generator has a "scene 
dnder" (unction that records an identification code each ume you slan taping. This (e:s you easily Bdnncj to the n*ii or previous sce-^e 
when using the JVC Edit Desk system 

■ Large high resolution 1.5-feeh vttwlirider displays comprehensrve status indi^tors. 

GY-X2B 3-CCD S-VHS Camcorder 

• Newty designed three 1/2" CCD image sensors deltver 750 lines of horutmta 
resolution A superb signal-to- nose ratio ol 62c£ 

• New micro-tens technology provides exceptional sensitivity ol F& at 3000 lui 
and LOLUX mode l-ti you shoot with almssi no light! Shoot superb toolage 
wrh excellent color balance at a mere i.S km 

• Variable Scan aliows HicKer-tree shooting of a computer screen 
■ Quck Pecorci Mode' ■ when tLmea on the cameia is sel. to the auto ins even il 

lens is set at manual Also activated is (ALC} Automatic Level Control and E-E 1 
Extended Electronic tns which provides both vanabie gain and vanable shutter. 
Mow you can shoot continuously from dark room to bright outdoors withoul 
having 10 adjust gam, ms or ND Titter 
» Full Time Auto White circuit lets you mowe Irom incandescent 10: (tuorescent lo outdoor lighting without changing white balance 01 the 
filter wheel 'Dual output system allows camera oulpul to be connected directly to an enternai reorder 

KY-D29 3-CCD Color Video Camera 

One ol the most sensitive cameras ever developed, the KY-D29 sets the standard (or 3-CCD 
cameras and is also ideally suited tor today s digul recording lormals Wilh a sensitivity Ft 1 at 
2.000 lux, the KV-D29 can shoot in lighi as low as a remarkable 0.35 lux I al$o offers a sig- 
nal-to-noise ratio Of 65 P8 twith its [>NR (unctiOr on), and delivers 850 lines of hori- 
zontal resolution. The exceptional resolution and sensitivity of the KY-D29 are 
achieved by three new 760,000 pinel 2/3' interline transfer <IT> CCDs the Nghes: 
p>«el count m the industry 
All-Hew Digital Signal Priming 

* Advanced MWoft Digital Signal Processing (D&P) jnd 3-dimen- 
sionai Digitat IVoise fl^3uctK>^ [3D DiVft) arcuitry make this 
camera ideal for acquisition with todays popular digital formats, 
especiairy JVC s revoJutionary new Digisai-S 

■ DSP vnthm the camera provides astonishingly crisp, high-guality 
images, while minimizing analog distortions and raise. 05? also 
makes trre camera moie flexible and easy to use t even 
smooths the transitions between gain and white balance sellings 
so Ihat viewers won 1 nclice sudden changes ol settings while 
the tape is rolling. 

* Digital signal processing is enhanced with new 3D digital noise 
reduction circuitry to mate it -even more practical. By mixing 
multiple ir^mes lo canseJ out random noise, then using mohon 
detecliDn lo minimize lag. JVC's exclusive 3*0 DNR produces 
dramatic results. Ear superior id an/ other DSP camera. 

Super LoUu lor Eitiemflly Low Light Shading 

■ Incredible new Super LoLuk technology allows you to obtam a 
broad^sT-quality picture in light as low as 0.35 lux. This extra- 
ordinary Iovj I'gtii capability is Ina best ever achieved and is 
made possible by utilizing JVC s exclusive LoLu« dual ptcal 
readout technology (increasing gun try & dB without introducing 
noise) while at the same lime doubting the pixel readout integra- 
tion time lo l^Q second 

Versatile Decking Capability 

* Extremely high quality 4 2? digital recordings can 0* made by 
docking the KV-029 to JVC s Dgital-S BFt-DJO deckabte 
recorder. This digital comrjo produces recordings 'ar superior to 
any component analog camcorder, or J:T:l d^gita 
camcorder The KY-D29 also docks directly to JVC 5 BFI-DVIO 
QAMEMOMl Hd B"-5-J2 S-VHS dockable recorders andean dock 
■■ ;/....■■ y ■ .■-•--.-*. '■'' '■ ■'■:;■>■ 




Fealurestor 2 
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Apjjiicalbns 
•The K¥-D29iS 
loadM »llii 

2- r ._ 

perfoniance Ieatures, ndang D J?: - : r j ;.tje range of broad 
cast and professional applications. Eu-lt-m continuous auto black 
i'CAB> c^riinuously lakes a blacx tajnee setting and lull-tim? aiia 
white tor continuous compenwrron of color temperature changes. 
balance Ifie camera in real time, all trie lirne This allows you to con- 
centraie on getting the shot, and nol on addling the cameru 

• Becaus? different shooting situations require llexibiliiy, the KY-D29 
offers s*l5Ctabl& vertical resolution In the Standar i Mode, ttie am- 
era produces 3flO TV lines o( vertical lesoljlon However, in the 'V- 
Plus' high vertical resoluiion mode, the camera puis out 420 TV lines 
■al vertical resolution, allowing you to increase venvcai r-isfjluiran 
without sacnticing sensitivity or lag, while maintaining 850 TV Intt ol 
harirDntsl resolution.. 

» Focusing is easier than ever wilh Ar.u-Focus By momentarily 
decrease Septh ol QeH Jel i cm tai Iocds is ach.gved tistantty 

- Commonly usej ieatures can be act vated wilhout having to scrc.ll 
ihrough layers ol menus. Features such as shutter control variable 
scan, black stretch, black compress CAB. Id* medoi Accu-Fmls 
DNH and Hfjra are all menu-tree And tor Ihose limes whernvents 
move so last it prevents you from making any seflinos whilsoever 
Ihe KY-029 s Ful Auto Shooting (FAS) mode controls all of trie :am- 
' pAtog >eu control onry the locus zoom and tngg*r 

■ Other camera features include a biA-fn time/ditt. buitl-in rebra level 
s;ie:tcn =.■. :z' i~ '-< - .:d csoa.. ;r me ,.;//i rcer. an.j a 'batter/ 
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VIDEO and PRO AUDIO 



TO INQUIRE ABOUT YOUR ORDER: 

800 221-5743-212 239-7765 

OR FAX 24 HOURS: 

800 947-2215-212 239-7549 



New Address: 

420 Ninth Ave. (Bet 33rd & 34th st) 

New York, N.Y. 1 0001 



BH 



PHOTO -VIDEO -PRO AUDIO 



Panasonic 



AG-1980 



Incorporates advanced dcital signal processing and fflgU noise reduction circuity 
deiwer such high picture quality— that it's third-gene ration picture looks almost as good 
as trsl -generation offerings from other VCRs in it's class In addition the AG-19S0 also 
leatures a lull liekl digital TBC. insert and assemble edlinj. Hi-Fi stereo, quick response 

mechanism ar-C j ■■:-■:■.>:■ ■: : : : \ 

•SSI Ihe only VCR in it's class to provide near trams accurals 

edging When used with edit controllers Ircm Videomcs, FAST 

and Future Video, tneAG-l98u athisves an accuracy of ±2 

dames And the 5-pin etf<t terminal on the rear panel ma<es it 

w-y easy to set up an editing system 

* Performs all assemble and video insert edus as well aud o video 
duosma Also has independent linear audio input and output far 
more htubie audio dubomg 

» Hi-fi stereo audio with a frequency response ot 20Hz Id 20 kHz 
and j, dynamic range ol 90dB. It also has Hi-Fi recording level 
control, headphone monitor fermmal with volume CCntreJ and a 
me input terminal. 

* Advanced dual-loading mectunism features a quick- response 
time, requiring only 5 seconds lor a picture to appear from 



S-VHS Hi-Fi Editing VCR 



Slop mode and I 9 seconds (rem FF/flEW 



* Digital Processing: 

— Digital Comb Fitter using advanced 3-omensicnal system pro- 
vides complete Y7C jJumirdnce/chrominance) separation This 
practically eliminates color and luminance blaring. 
—Field coefficient Digrial Noise Reduction (DHfl] dnuttrji 
processes the Y and C signals separately thereby boosting the 
signal-ro-noiM ratio and reducing noise during playback. 
—Has a Built-in full Md TBC (Time Base Corretior) that eiimi- 
nales even trie smallest of jitter, skew, head impact error arg 
co tor blurring Invaluable for editing ihe TBC helps mamta'n high 
picture quality even through the tfiird-geueration 
■Besides it's ri-gilal circuitry, the AG- 19S0 also features laminated 
video heads. Clearfy supenor to heads of conventional fernie 
they provide richer, more vibrant color reproduction and a higher 



sigruHo-noise ratio. 



AG-DS545/AG-DS555 

S-VHS Source Player/ S-VHS Edit Recorder 



• Digital Signal Processing lor mpiovcd picture quality, and for maintaining uniform 
picture quality during BdFflng. Digital processing circuits include: 

—Chroma Aperture Compensation (CAC): Eliminates color blurring and expands 

chroma bandwidth 
—Digital Noise Reduction (DMA): Processes YVC signals separaleiy to boost S/N 

Patio by minimising noise during playback 
—Digital Comb Tiller Advanced 3 -dimensional system for total Y-C separalion provi 

reduced color and luminance blurring 

■ Employs amorphous video heads that have a Higher magnetic 
coerclvny than conventional ternte heads Expanded Irecuency 
response 1 ruin the amorphous fields enhances picture cua'iiy by 
rn iiiimzinij culur blurring, 

• Built-in LTC/VITC (Longitudinal Vertical Interval] time code read- 
er/generators !oi absolute frame accurate editing 

■ Tvi'o hi-fi stereo channels with a dynamic range ot 90dB as 
welt as 2 linear channels with Dolby MR. Each audio channel 
has ils own input [AG-D555 only} and outpul with individual 
channel- lev el sotting capabi lly and XLR connectors 

• Pf i forms- audio sptii ■editing which lets you set ihe edil-h and 
edit-out pomis separately Irom those lot video 

WJ-MX20 Digital A/V Mixer 

The WJ-MXZQ has up to 29fl wipes and fades plus RE-422 interface and GPI input 
(or compaubility will a wide variely ol editing systems. II also provides an extreme- 
ly clear picture thanks to a 1 3.5 MHz sampling frequency, 460 lines ol resolution 
and a signal-to-noise ratio ol 50 dB. Other key features include Chroma Key. Scene 
Grabber and on-screen display sellings 

Digital Special Ellecls 
- 5-slcp held strobe loi dear still pictures with adjustable intervals Field still can 
be switched to Irame-slill for increased vertical rcso ution 

• Field ol frame freeze for clear still pictures 

■ Digital effects include: mosaic (size is adjustable in 5 stepsj. chroma [sa.turai.an 
levels are adjustable) and negative/positive video reversal 



3 -dimensional digital 
TBC provides 
~?n '-■-. lI'CpDu! 
compensaticn. 

IG mechanism delivers precise, high-speed operation. The dual- 
loading system achieves high-speed response white protecting 
tapes and heads. The tape transport mechanism uses live direct 
dnve motors, including two reel drive motors 
Capstan Control System with large capslan spindle allows high- 
speed search at 32* normal speed (with color picture). 
3 rack units high, they are compact lor easy spate saving 
installation. 19" rack-niDunlable with optional AG-M73D 




Wipa Pattern 

- Up to 298 wipe patterns can be created 
from a combination of 23 basic and 

special patterns 



WJ-MX50 Digital A/V Mixer 



• four input switcher and any two sources can be rout- 
ed to ihe program busses 

• Tiio-chjnnfl digital frame synchronisation permits 
special effects in each A/B bus 

• Combination ot 7 basic panems and other effects cre- 
ates 287 wipe patterns. 

• Eternal edit control input tor RS-232 or RS-422 serial 
controls Also has GPI mput 

■ Wipe boundary effects: soft-border (bold, eight back- 
ground colors available) 

■ Digital ettecls strobe, stall, masaic. negative' potfthfl 
pamt. monochrome, strobe, trail, and AV synchro 

• Real-time compression ■ entire source image is com- 
prised inside a wipe pattern 

BT-S1360Y 

The FJT-S1360Y is a tuli-functron. protessianal 13" production monitor with a weatif of feaiures 
They include, superb 420-line honrontal resolution, S-Vtdeo input and cutout, advanced aromat- 
ic White balance circuitry, blue-only mode, underscan and pulse-cross. All this, housed in a rugged 
rack mouniabie nretai-hyrjnrf cabinet. So. for long-term reliability in any professiona application 
the 3T-S1360Y is Ihe ideal chow 

• Incorporates advanced, propnetary vmite batance circuitry that 
stabilnes while batance to provide outstanding picture perfor- 
mince auiomaTicalhy 

• S-Video trput and advanced video circuit lechnology pro-/iaes a 
rcmjfkJdl/sriaip picture with over J2Q lines of hQflZSAtll ies- 

• External Sync inputs and Outputs provide for syncJUOAlOfiOII 
\tf.b other equipment led ivith Ihe same sync signal. 

■ EiLe Or y nace plus Chroma se ec:icn provide a manccfirafrB image 
lor tins adjustment of conirast, brightness, chrommance & hue. 

• Pulse Cross - displays horizontal and vertical intervals £t the 
center at the screen so you can examine data in Ihe blanking 
area and also sync-Curst timing 

• Two sets ol video/audio inputs and outputs. 




• 'Scene Grabber" moves a patter c j\ - -t ' 

upholding the initially 
trimmed'in picture integrity. 

• Fade-m and fade-out 
video, audio, titles 

indu'idyaUy pr syn- 
chronously faded. 

■ Dowb stream keyer WTfli 
selectable sources tron character 

' Eight memories for hstant recall of Irequentty used effects 

■ G preset effects include UosaJc Wix. Posrtton Stream, Coritscrew 
Bounce. Rip. Shutter, Vibrate, and Satellite 

• Audio mixing capability of & souices with 5 aud o level adjustments 

13" Color Video Production Monitor 



Under&can -shrinks rhe 
scanned area of the picture | 
tube aopronmateiy 5% 
enabling fjm W 
picture area :o be dis- 
played. Lets /on detect 
intruding cameras and 
mike hcoms. 

Swiichaule c-stor temperatures ot 6500'^ (broadcast standard) 
cr 93D0 ; K (far pleas'ng picture) 
Built-m speaker and headphone iack. 
Racif-mountabie with optional BA-131 brackets 




BT-S 1 360Y Olympic Demo Special! 

We have a limited! slock of BT-S1360Y monitors mat were used by Panasonic exclusively at the 1996 Olympics in 

Atlanta. Used only hy Panasonic engineers in broadcasting the summer games, these monitors are like new. 

DemO Special $599 ( S4flfl less than our regular selling price on this -non Icr) 



SVO-2000 S-VHS HI-FI Editing VCR 




The SVO-2000 is a povvetfui, yei easy io-use S-VHS Hi-Fi editing 
recorder Two SVO-2000's combined with the optional RM-250 Edit 
Controller form a cost-elfucient cuis-only editing- system - with assem- 
ble, video insert, audio dub and program editing 
SWJrt kHMUrfMiH FwttOfOUJK* 

-■ S VHS lorrnat delivers 400 Fines of horizontal resolution and: con- 
sistent, clear image reproduction for superior editing results. 

* Adaptive Picture Contra! (APC) for optimum picture. In record 
mode, APC automahca ly tests an inserted tape and checks ihe 
condition ol the video heads. It then adjusts the recording circuit- 
ry to capture cfear and crisp images in playback APC automati- 
cally sets Ihe ideal balance ol picture sharpness and clarity 

• Hi-Fj stereo recording jysiem has a wide Irequency response of 
2Wi to ?0*H; and: a superb 904EI dynamic range, and individual 
recording; level controls for the left and right channels. 




Ediiint Ftiiuftt: 

1 Ihe SVO-2000 has a Coniroi-Edn 5-p.n remote terminal that 

mows i to in ewwrotled flatetnafly Conneos directly to the 

optional RM-250 tor easy setup, 

• Controi-S input and output terminals allow two SV0-20OOs to be 
connected for synchro edmng-wiUMut the RM-25Q- 

• RU-JSO dlso oilers prSgrim editing capability, which allows ;uto* 
nunc S4guenna1 edilinn of up to 20 pre- assigned scenes 



SVO-21 00 S-VHS Editing Recorder 




ExcBllenl Audio and Video 

■ S-VHS lorrnat provides enceltent picture quatity and consis- 
tent, clear imaga reproduction for superior editirg results 

* For-channet audio recording Two-channel Hi-fi stereo with a 
superb 90dB dynamic range and a wide frequency response of 
2QHzio20krtt. Plus two editable longitudinal |n;jrm,ilMiidiu 
tracks. By using ihe AUDIO MONITOR selector. longitudinal 
audio or Hi-Fi audio e*n be monitored 

* Auto head cEeaner removes tape residue preventing head clog- 
ging and deterioration of picture Quality 

* Continuous auto repeat playback lunction. 

Playback and Recording Functions 
- By connecting multiple SVO-21 OO's via ihe VIDEO IN connec- 
tor or THROUGH concecior, they can simultaneous record the 
same prac/ram. 

* When ihe Power On Recording or Power On Pia/Q.ack is set 

it automatically slarts recording or playing back a program the 
moment the power Js supplied Irom exiarnally connacied 
equipment. This allows unattended automatic VTR operation. 
Accurate Editing and Remote Control 

* Optional SVBK-TO (RS-232C Interlace Board with LTC time- 
code reader and generator) allows the SVO-2 1 0) to commu- 
nicate with enter nal equipment such as computers or Sony's 
FXE-10GV120 editing system. 




■ When used; with a computer, the system can oe used to create 
computer graphics, thanks to the SVBK-1 D supporting com- 
mands lo Numrjer Frame Record and Auto Edit. 

-When used; with the FXE-1Q&VI20. you have a cost effective 
frame-acturais IUC hmecodei editing system witti lull 
Assemble, insert, Audio Split. A-roll. and A,B-roli editing. 

■ The SVO-2 1 00 can be operaied with an optional foot switch 
Recording can be started or stooped Irom the external focL 
switch connected 10 the Foot 5W jack ol the SV0*2 10Q. 
During recording. Ihe Rec Tally signal can be oulflut from ihe 
Fool SW \azk. The ftec Tally signal is useful when used wBl a 
monitor wilh Tally IN capacility. 

* Optional SVRM 1 00A or RM-V2D0 Remote Control Unit allows 
remoie control of Ihe SVO-21 OO's e basic functions. 



JVC 



PROFESSIONAL 



SR-S365U S-VHS Recorder With RS-232 Control 



With high -resolution S-Vhs. |og.'shuttre search and built-m R5-232C 
interlace, the 5R-S36&U is the foundation of an affordable pro edit- 
ing system. Convenient 'unctions such as insert'assemble edillng 
and Random Assemble Editing let you produce edited programs right 
away. And since the &R-S3BSIJ is designed lur uta with Ihfl ptofes- 
sional RM-G900U Edit ControlJer, pulling logelher i hrgh- perfor- 
mance editing system with ail the benefits of precision CTL time code 

* S-VHS picture quality with 400 lines ol horizontal resolution 
plus noise reduction circuity keep pictures dear and sharp. 

- With just me RM-G8000 and a parr ot SR-S365U s, you have 
the most economical and productive time code editing sys- 
tem available Edit video independently of Ihe audio, adding 
new audio later if des red For faster, more f iexiole editing, 
build a mined system, using the powerful BR-S300U VCR. 
Either way. you H get the benefits of CTL time cade. 

* Two channels of Hi-h lor dynamic, high-Quality stereo sound 
and an editable monajral (normal) channel A new self dub- 
bing function allows you to copy the existing Hi-fi track onto 
the normal audio fracH. 




editing has never been easier, 

* Built-in time code generator, readier uhliring JVC s CTL Time 
Code System records time code data on the comrol track 1o r test 
and Accurate access to any frame. Far superior to conventkmaJ 
control track counters that lose reference when the tape is 
removed from the machine CTL Time Code can also be post- 
stnped without sacrificing the audio hack 

• Built-m RS232C interface so you can connect it directly to a PC. 
Compatible with the many RS'232C based editing controllers 
amiable today 

Oilier feature i 

* Flying erase hgad * Hi-Fi audio recording level controls h indicators 
■ Headphone connecter with volume control 

• Automatic head cleaner • Digital haur meter indication 



VES-58 EDIT-DESK S-VHS Editing System 



BR-S5D0U Edit Player « BH-S800U Edit Recorder * RM-G800U Edit Controller 



Fast, accurate and professional editing is affordable Urdtad ill JVC s propri- 
etary control bus. tnese :hree units offer all of the editing features profession- 
als have come to e*peci Tne VCRs feature * fast. Heavy -duty aw drive ana 
the buU-m CTL (Control Track) time code provides unparalleled accuracy and 

' r' : ■, :::• :'■ a tr* 7CPs fea^re an cpe ■ J'ch cecture lor eas, system 
upgradeabilrty supER8 V(DE0 PERF0RMAHCE 

Pinure improvement technologies like digital Y'C separation chroma noise 
reducer chroirsa aoerturj correction and a 3-im* cuss-taJk cancellation all 
combine to offer Outslardmg image quality, even when dubbing: down murt- 
p'e generations 

CONTROL THACK TIME CODE SYSTEM 
JVC's CTL (Control Track) Time Code System records absolute tape address informalion (hrs: mm: sec: lrames| on the control track I 
fast ana accurate access to an/ irame on ihe tape • lar superior la control track couriers nut lose reference when the tape is remo^r 
CTL Tmc Cede Can alSO be "pOSl stnp«f during recording 




FOUR-TRACK AUDIO 
Two Hi-Fi stereo cfsarsne-s wttii a wide Irequency response and 
dynamic range of 50 d9 and two linear hacks. The BR-SSOO's lin- 
ear tracks can be dubbed independent o( each other and of the 
video - ideal for adding background music or sound effects. There 
are 2 audio level meters swiichabls between the Hi-Fi and linear 
channels Separate mpui and output terminals are provided 



OPEN ARCHITECTURE 
Two plug-in extension slots on the rear paieis of bath VCRs 
accept optional expansion boards To build a PC-based edit sys- 
tem, add the SA-K27UA (RS-232C ) board, To use with RS-422- 
based edit controllers, plug n the SA-K38U (RS-i22f card. Other 
boards include Ihe SA-NSOU ONR board with time base stabler, 
and the SA-R50U VITC^ITC hme code generator-reader. 



RM-G800U EDIT CONTROLLER 

• Features automatic assemble and insert editing, audio insert editing, as well as preview/revrew for checking edits before and after edit- 
ing, and go to for direct access id any edit pqtni, A capstan bump (unction <s provided to assure greater edn consistency. 

■ Has two GPls allowing automatic triggering of special uHscta generators, swilchers or audio miners 

• 8-dttjlt LED counier incicates all edit dala m either Ihe TC or CTL mode. Switchabie between player and -ecorder. 

■ Precise and responsive jog wheal makes it easy Ic locate any frame and can also be used io enter and trim edit points 

RM-G805U A/B ROLL EDIT CONTROLLER 



SEVEN-DAY CUSTOMER SATISFACTION GUARANTEE 



Circle #221 



BH 



PHOTO -VIDEO -PRO AUDIO 



THE PROFESSIONAL'S SOURCE FOR PHOTO, 



FOR ORDERS CALL 



OR FAX (24 HOURS]: 



800-947-9938 800-947-9003 



212-444-5038 



212-444-5001 



MOST ORDERS SHIPPED 
WITHIN 24 HOURS 

OVERNIGHT SERVICE AVAILABLE 

On the Web: http://www.bhphotovidea.com 



In the past it you wanted to isolate selected objects in a video sequence lor compositing with 
oilier video sequences you had two choices. Either you rented a studio and shot hired talent in 
Iront of a blue screen or you masked each individual Irame by painting over (he area that you 
wa nted to protect or cul out. Now wouldn't it be great il there was a loot thai automated the 
process lor you — right from your desktop? 

AutoMedia Auto Masker 

The World's Only Automated Video-Object Masking Tool 

ALtoUasXer is me world's oniy automated software loot far iramta isolation ot iterrs and 

■ :_'-l - i , -zl j-_ - ^i ■- v :■:-■: ■■:: , - ; : ; .-,.. -. ~- v . - - - -, - .■ ■ . ,. 
(fame. AutoMaister determines the exact borcer m subsequent traws (yen when the object « 
mjiTi colored, changing its ceomelry or moving over i ctfortul and djrorntc backgrcund 
Ui-no mnfnrative break -itirougfi technology, AuiaMasker enabkK auiomated masking filiation. 
m nmag attracting #13 "-.serton of selected objects mto wdeo streams at a traction of ifie ccst 
KU i ad DSlng the convermcrwl ftame-by-trame pamtng method Selected ebrects can tw modi- 
Rod .-. ii n . n HulflMirtBf or un combination with other Hiram' video specials etlecis or composit- 
ing software . AuToMa$iter !5 wr^ fletiSIs anfl works on mS iSoutany pliflcim ■ SGt ft 
K anuNTA.Q. It works wrtli standard hie formats includm; TGA. BMP (JLithtune and AVI 1he 
tools ate c-o*er1ijl: Enough to work, accurately, even on ftelis tor precise masking run tj 

• Greatly increases mashing productrvity 

• Automates masking of videi objects even when they are multi- 
colored, changing Their geometry and moving over colorful 
and dynamic backgrounds 

■ Easy object selection in firs) IflffW jnd e*act boundary- tracing 
ii subsequent frames 

• Easy modilication to object border and controlled anti-aliasing 

• in.de pendant automaiic object and background color effects 




* Simultaneous masking cl a number ol objects and objects with 
hale$ 

■ Create mask or colored outPUl movie including optional alpha 
channel 

♦ Compatible win most Hie formats including TGA, VOA O, 
VST, AVI. FLM. PCS, DCX 

Results can be used with fflcH third-party applications. 



P PINNACLE 
5 T 5 T E M S 



GeniePius 

Post-Production System on a Single PCI Card 

Bawd on Pinnacles EMMY award-winning speci.il effects technology, GerKPiui is a complete desktop pcrsl-prctljctiofi system thai 
includes a 3-D DYE, switcher, advanced character generator last stiB siore and a O.namic paint system - at a price you can atiurd 
Equ.pped with an increthoie array ot foatufH on a single PCI eatd GtSffePlus lei* ton uraie yuur own stunning ellects, including page 
turns, water tipples 3^B spheres with uncom promised 4 t 2 Mental digital qualify T.T* lull-tunctujn 3-D BVE prdt'id*^ ultra "Smooth 
morion and no breakup ipu.slaiJDrt) when pictures are sized or rotated Vou'ii be. aDlelo create endting warp ettects with iigtiting trails. 
shadows and borders faster and more easily than ever before 
Switch ec/DI/E: 

■ Designed to make your A/8 tel editing aftantess the GeruePfus 
s.-itcner has two live inputs iviilfi buill-m tame syoclHOnia»t] hW 
lull color frame butlers tor use as sMI-stares and built- n matte and 
black generators internal linear keying allows multiple layers to be 
created m a single pass, and Pinnacle's unique Genu* Wipes and 
Alptu Wipes create visually sunning effects 

• CHer one hundred effects and transitions thai can be customized to 
instantly add spark and style These Me&de single -p^i pegi 
warps, ripples spheres. tratfs. shadows and a wide vinery ot Borders. 
Ycu also have control over lighting and virtually all the controls can be 
keytramed- Create incredible moves and even use keyframes to have 
ar object track an element rjn you' screen 

• Ful spectrum aroma keying with amazing quality Ouic»iy Choose the 
e*act colci you want to ley cut 

• Add warp shapes to the Joregruund image and deliver ngn end quality 
never before avaitabie at such a tow pfrte poini hew wa<p shapes 
including hourglass, hexagon, balloon diamond, octagon, and bumps 

■ Need a glmt id noat across trie screen or title? How abojt a spot iigtii 
to entrance the scene' Miytki fin HSd to daikan all hui a certain part 
ot the screen Id point out an element? They are all yours wtih the new 
Manual H.gn':ghts controls 

Paint: 

■ includes the same excellent pani program in^t ships «rim Plrwado^ 
Aliadiri. KwwksartDI resolution (720 x 486) and comes with tools 
rjptrmi;ed lor video giapJirts. tJicLudes a ut-Hicker tiller and also lets 
ycu batch convert a seauence ot graphics tiles trom differeni formais 
ard stale tberni lor video use. A pwel interpolation algorithm 
smoothes Ihe enlarged pixels and anti-aliased lines wiihout causing 
awtssivfl blurrtflg 

■ Cursor is invisible. As a result. Dius+i StTOhftS 'aoV like aiuiuiioiis, and 
may be used lor example to illustrate spoils moves, shovi an itinerary 
over a map or illustrate weather reports 

■ A text butter lets you use text in a vansiy ot ways- Any (ant available to 
Windows can be used tor Paint, and text may be scaled, rotated., etc 
Effecig like shadows and outlines are easily applied and there are many 
oceans lor the color gl (he text 



Character Gen era lor: 

jom» bunded •frth Inscnner CG the stan- 
dard lor character generation Insctiber supports multi- 
ple tpnts (TrueType m PostScript}, a Bff« variety at 
text styles, geometnc objects, various backgrounds, 
and ditlerent cd'oi tor 

• Styles include a combination of settings such as 
emboss, glow, shadow, onirin- grarjien and trans- 
parency 

• in^on regular ASCII ten tiles Adjust tent to the screen 
win automatic honjonlai and vertical centering toots. 
Unas can oe automaticait'y abuned. aligned to the right 
or sett or placed anywhere on screen Logos can be 
imported and placed ar wilt, and backgrounds can be 
compnsed ot graphics files, sold colors, gradients or 
live wdeo 

■ Variable speed roils and crawls are possible The pages 
in set in insthbet and GemePius handles the smooth 
motion CG pages can be used directly from Inscriber 
.< IK -'- ■jsfd by Itw DIE Foreign language spe- 
cial c ha rati t is are also available 

Other Features: 

• Compatible with Windows 9S' and Windows NT -t 

• Includes GPI control for integration with stand-alone 
editors And SfeKfl must PC-based editing systems 
otier a direct interlace tp seamlessly control GeniePius. 
you'll can locus ^n your pruilmiiiiii IftttMd ol your 
tools 

• Ha; t;uiinccii(m$ tor sih virJoo tnpuls— ihree composite 
and three S-Video —two of vvtnch may be switched al 
1 t-iri? [Accepts MTSC or PAL signalis) S-Vidao and 
composite sources can be mxed Trtere is also an 
external sync input *Wl loopttirougti, The board 
processes urds-o mtruebroad:asi quality, comoiming 
lo CCIH 601 standards 



TURNKEY GeniePlus COMPUTER SYSTEM 

INCLUDES ■ Pentium 166 MHz CPU ■ 220 Watt 6 Bay MTdlQwei Case ■ 3 5 Floppy Drlue • 32 MB R4M 

• 256K Cache RAM • Diamond SteaithS4 2MB 32-bil VGA Display Card • Seagate Medalist 2.5 GB IDE Hard Drive 

• Crealiva Labs Soundblaster 16 Audio Card -Altec Lans-ntj ACS-Si Ampfined Computer Speak. 

• Teac 8X-Speed Internal EIDE CO-ROM Drive ■ Focus 2001 A Keyboard ■ Logitech 2 button Mouse « Windbws 95 
•Princeton E015 High Resolution 1 5-inch Monitor plus— card and sattware Installed ^ S6495.00 



AIMTEX I StudiaCard 



4-Channel Digital Audio Card for Windows 

Thene«l generation m dtg.taJ Hciaratorthedesliop 3 . ■ j.-n-quaiity digital 

audio adapter wiBi advanced features, studio-tjuaiity speci and prolessional connections 
Unmatched in. quahly. Iteatrilrty and expandability. A features 4 tracks of audio sound and real- 
time digital mixing capabitiTy.rraking it the ideal board for musicians who wan: digital mutlitrack- 
ing and mixing on their PC. grproduners looking for a versatile board lor post-production digital 
audu editing and uncompramsed audio quality SludroCard tl Windows 9b' plug and play cornpabb 
plui includes diners for Windows NT as wetl 
■ Key to StudoCard s imanng sound <s lite marriage ot a low nose ani- 

iffB 10 sfttion and high auaiiry ATJ and ft* conveners. A PU-based 

32-W memory rracpefl *Mrd. (ddrviis tes than 0.003*. total bar- 

nunic distortion and 92fl9 dynamx: range. Plus., a PLL-tused samrMe 

clock generator that can be locked to an assortment c-1 ciock sources 
* Incorporates a progr3mrtujtJle32-r>i!40 MHz DSP and pra connec- 

bons like 4 independent balanced analog l/Os MdBu or -10 dSV) and 

AES-'TBU or SrPDIF riia.tal W : aiw oters 3 UD port wfii deep 

butters and time stamping No Tiatter which type of equipment you 

9M StudijCatd will interjraie nto standard studw wj MB MaMtB 




CcmpatiD'e utth trim video or MIDI StuJo&rd otters syrchronoa- 
tion .ii SMPTE MTC word i^d pbdjd doc>s and composite Mdeo 
Plus, the StudioCard not onry reads SMPTE WntcMI. but peoetaits a 
aswdl 

Unique to the Anrex design is SiudioCard s munipks adapter capaMrty 
This means you can install rruituple StudicCirrjs >n a single computer 
101 j; "l lEiraeV recording, Starl wim or* StwJioCani loday - add 
mote SludioCards lomorrow Also included is an onboard SPx 
fjuansion conneclor tor plugging in opt-oiat flai;(jii?r[arfls lor com- 
pression or enhanced DSP operations. 



# Truevision 

TARGA1 000/2000 



PCI Video Capture Boards for Windows and Macintosh 



TheTARGA 1000 and 2000 are an easy and affordable way to iransiorm your computer into 
a powerful digital editing system Along with their Iwjh-speed PCI interlace, both itM 
TA"GA 1OO0 2Q0Q iricorporate alt you need to create spectacular multimedia conlent They 
supp-c^ WTSC and PAL standards a->d let you capture edl and playback lull-motion, futl- 
resolution digital video with tulty synchronised CD-guafity audio Designed for high pertor- 
mance PCs they deliver incredible processing speed for vtdeo and audio etfeclv Mimg and 
CornpoSiting 

TARGA 1CM-2000 PCl tot Mac provides A Ifexisfe "piug-and-play' solution for video 
authoring, 3D animation and multimedia applications Work on animation projects ■'• l ' 1 
software like Strata Studio Pro or Specular Inlmit'-D and video or CD ROM authoring with 
Aflaoe Premiere and After Effects 3.0 




Advanced PVR (Digital Video Recording) Technology; 



The TARGA l-uW2000 employ advanced DVR technology to 
deliver superior video performance. Unlike other systems thai 
Ireal each Irsme ol video as a block of d n.i tifd lo a specific 
order of sieps sgch as decoinflression-res«e -compiess-wnte |p 
dfsk, DVR writes an em re frame ol uncompressed video la (he 
huge on board 20 MB RAM bulfei ot the TARGA 2000 (8 MB 
RAW buffer of She 1000. 

This is a "memory-certlric" approach, in which all board functions 
share access to the video bulfer For example, a DSP (digital sig- 
nal processing > chip car scan tor additional data, such as match- 
ing gud'O samples to video frames lo helrj rriainlam lip sync 
Transitions Itlhrs elf ecrs and/or rasing can also be applied 



while the uncompressed Irame is m TARGA memory. The Imal 
outpul is then compressed and written to disk. Video iwia only 
crosses the bus twice -both limu Irt compressed lorm On oiher 
systems. Ihe video dala path is longpr and more coruplicaieu 
Video cresses Hie hus-twice unc&rtspress&d and Twice com- 
pressed 

The DVR architecture can access information in us memory butler 
at a speed ol 230MB per second Video runs only at 2 to 7 MB 
per second, so the TAFtGA boards have all Ihe lime needed le 
decide what to do with each frame And because uncompressed 
data is never Seal across, the bus. bntllenacks thai plague Oilier 
■■■,-1 M", ,ir-- .■■- ■ ,t:i .1 



TARGA 1000/2000 Features: 



■ Record and playback video directly to/from hard drive at 50 
fields/sec -PAL. 60 held s- Sec-flTSO. Video ss stored and 
played back at the highest resolution for each lorniat (763 x 
S76 ^AL. 640 * *80 -NTSC), Compfessicn can be adjuster) 
on me fly In optimize for image quality and'err minifnuOl stof- 
age space 

■Audoisdigiti2eiJat-i4.1KHzor JBKHj sampllrg rates lor 
professional quality stereo sound. Since all aud<o and video 
processing is done by on-board DSPs, you aie assured of 
perfectly synchronized sound and images 



* Equipped with compose and 5- video mpuis/ouipuis Also avail 
aHe with component input -output (TARGA 1000 PRO) 

* Genlock using: separate sync input lor working in 
professional vdeo suites 

■ Oohmited to work with Winsows NT-based software [Adore 
Premiere 4 2 in sync Spted-IUro> MACH 111} 

Macintosh version onlyi 

■ Video capture plug-m tor Adobe Pnotoshop. 

* QuickTime 2.1 compjiible can be used directly out of the boa 
with many ipptiulions 



TARGA 2000 Additional Features: 



• Accelerated Windows 3 J 1 and Windows fJT 4 display drivers 

otler integrated, true-coior (74-txi), non-iniejlaced desKop up to 

t15Z*B70{jixeis. 
■ View your desktop and vtdeo-in-a-w-indow on your non-rnter- 

taced monitor wfiile The processed video is output at UTSC or 

PAL to a video monitor anflVor a VCR 



* Provides a targe work area for dsplaymg v aeo as well as eat- 
ing application controls Any part ol the display (or even the 
whole image) can He recorded to tape ( video-oui-ot -a- window j. 

■ Equip-ped with composite and Svrdeo inputs/outputs Also avail- 
able wlh component inpuL'oulpJl {TARGA 2000 PROl 



TARGA T0O0 for Windows or Macintosh PCl (specify! 1499,00 \ 

TARGA 1000 PRO (Component input/output) tor Windows or Macintosh. PCl (specify) 1799.00 

TARGA 2000 for Windows or Macintosh PCl (specify). 2899. M ; 

TARGA 2000 PRO {Component input/output) lor Windows or Macintosh PCI (specify) , ., 3299.00 j 



TARGA and OPS Windows NT Turnkey Systems: 

• 220-watl, 6-hay midtowercase 

• PCI motherboard with 512K pipelined burst cactie 

• Pentium 166 MH: processor 
- Diamond Stealth 3D 3400XL I -1 MB VRAM PCI display card 

(Systems wilti in sync SpeerJ-n'nzor MACH 3 5 receives 
9FX Motion 771 4MB VRAM PCI display card). 

• 32MB ol EDO [Extended Data Out! RAM {Premiere systems only) 

• 64MB ol £D0 RAM (Speed Razor systems only) 

• Quantum Fireball 2.5GB IDE system drive 

• Seagate (Barracuda} 4.2GB SCSl-3 Ultra Wide hard drive 

• Adaptec AHA-2&40UW Ultra Wide SCSI-3 controller card 

• MediaTRIX AudioTRIX Pro DSP equipped iG-bil audio card (for DPS 
Perception systems only J 

« Teac CD-512e 12X EIDE internal CD-ROM drive * 3 5' (loppy dtive 

• Altec-Lansing 300. 1 three-piece deluxe speaker system 

• Princeton Ultra 1 7+ high resolution 1 7-inch multiscan monitor 

■ Rxtis 2001 A keyboard * Microsoft MS mouse * Windows NT 4.0 operating system software 

TAHGA 1uOD/Adob8 Premieie 4.2 S5995 TARGA 2000/ Adobe PremierB 4.2 $7795 

TAHGA1Q0D PRO/ Adobe Premiere 4.Z J6295 TARGA 2000 PRO/ Adobe Premiere 4.2 S419S 




PVR-25O0/AD-25D0 w/Adobe Premiere 4.2 S6995 *PVR-2500MD-Z50f>w/ln:iyneSpeed-Raigr S7995 

PVR-2500 System Notes 1) Does not include Adaptec SCSI-2 coritrtrtlei card lhas built-in SCSI-2 port) 

2) Includes Seagate Barracuda 4 2GB Narrow hard drive Idoesn'l accept Wide drives) 



Expansions and Upgrades for alt Systems: 

Fun Tctv^F Case 1 1Q-tay i ...,..._ add 100.00 Super Tower Case (12-bay) „ add 2013,00 

Pentium Pro 200 MH; processor [256K cache | and Pro mclherboard add 750,00 With 512K cache .add 120C.00 

0^lP£ntiurnPro2MMHzpTMiffi$Qn256Ka add ZOQfJ.M 

Seagate Barracuda 9,1GB Ultra Narrow (tor OPS) add BOO. 00 Seagate Barracuda 9 1GB Ultra Wide drive add 90C.M 

PRE-STRIPfD RAID ARRAYS FOR WINDOWS NT 

Wilh Seagate SCSi-3 lillraWirJe «V Hard Drives. Adapter: Smjle Deal Channpl SCSI Card. Eiiemai Cats. Ciblei and Terminalon 

9 4GB Raid Array iSinglechanrve! with w.0 4 2GB LlttraWide Drives) Z995.M 

1&.2GBRatdArray|Sing!ech3nnelWithtwo91GBUItn-Wi0eDri\'e5i 4995.00 

9 4GB Ha«a Array (Dual ch-inne;-., :r, :,\c 4 2 GE Ultra Wide Dn.es— enc drrve per channel) 3295. Oil 

G2SSJM 

5695.0& 



3 S-2GB Raid Array (Dual Channel with r.'.G 5 1G3 LJiira-Wide Drives— one drive per channel) . 
] B.EGB Raid Array iDual channel with four A 2 Ultra-Wide Dnves— two drves per charms! r . 



Minimum Slipping US* (Eictpt AK S HI) S7.M, up t» 3 lbs. JIM 60C tor Bach additional It. For Ins. add 40e pet S1W. B 1WT BtK Phctn ■ Viden. PriiE am ralid suhject In supplier prlcn. Unt mpnniililB tor tnmripbical mgn 



VIDEO and PRO AUDIO El a ES Hi 



TO INQUIRE ABOUT YOUR ORDER: 

800 221-5743-212 239-7765 

OR FAX 24 HOURS: 

800 947-221 5 • 212 239-7549 








PROCESSING 
SYSTEMS INC. 



DIGITAL 

PVR-2500 'Perception' 



Digital Video Recorder 

The Heart of an Advanced 
Digital Audio/Video Workstation 

The PVR-2500 offers, powerful leatures for awesome animation, mousing and 
rotoscoping capabilities. With features tike 72G- * a80 resolution. lO-brt 2* over- 
sampled video encoding, better than Dl scaling, component and 5-V<ceo cut- 
puis multi -processor support and integrated FAST SCSI-2 coniioflet it empow- 
ef s your computer to rival Ihe finest provisional pioduttirjti studios 




* Thf PYR-2S00 is a full-length PCI card wtt a FAST SCSI-2 con- 
troller. Because the SCSI controller is integrated: '-.ittt the PVR- 
253D. video data never has id go over ihe PCI bus during play- 
ba;k. This avoids the boiflanecks fcun d in systems which use 
Ihe computer's hard drive for vidao storage 

* Exclusive multi-format virtual tile system ensures complete mle- 
oration with your application. Any acquirer] wnJecj or compute* 
generated Perception wi-deo cl ps appsar simultaneously in many 
ddforwm Mo formats Includinc TARGA, SGI, BMP and IFF 

* CiJfnp.iti!] I b with Lightwave 3D. Softimage, 3D Studio WAX and 
others Perception also comes hundled with DPS Lockslep soft- 
ware to ptov'de significant control over 3D Studio MAX 

* 10-bit 2x oversampted encodrtg for 720 > 460 Broadcast quality 
resolution Dynamic range is in excess of Dl scaling so iTkages 
are brighter, have more calor and greater spatial resolution than 
Ml bflfm. Component, composite and S-VMH outpuis are 
provided via the included breakout cables 

AD-25DD Componenl Video Capture Card 
Counted wtih me AD-25Q0 irve vhde-o capture daughter card, ifie 
PVR-2500 becomes a broad casi-q.ua lily digital disk recor rje deliv- 
ering unsurpassed picture quai 1/ 

* Has. component, composite and 5-VWeo inputs for reahi me 
recording. Captured video car also be exported as StflUSflflal 
RGB tiles for rotoscoping and other compositing applications- 

■ SophisiiEaterj automatic entropy prediction circuit analyzes 
incoming video and dynamical/ CalWlaiBS ihe optimum amount 
of compression on a lield-by-iield basis— even during rest-tune 
recording You also have complete manual control over com- 
pression level/quality settings 



* Runs under Windows NT -i on computers wilti Pentium, 0£C 
Alpha or MIPS processors Perception lIiIues NT's native sup- 
port for multitasking and multiple processors, allowing use with 
the most powerful computers. 

■ Perception performs real-time interpolation ol 30 fps video to 
2J Ips tilm rites or vici versa Trv, mimus 1 h ijI il is also dl 
home on trie Hollywood movie set as well 

■ VCR-like cor.trols on ihe Perception's GUI simplifies Ihe task of 
hatch digiwmg arid tECording. lit this mode, the PVR-2S00 can 
read SMPTE lime code (rum the snurca deck 

* Use with Windows HT compatibte sound card while synchro- 
nization ol audio and wdeo is maintained by the PVR software 

* Use with third party editing software suets as Adobe Premier or 
m sync Speed Razor MACH 3 5. A system equipped with the 
PVR-25-M. AD-2600 capture caTQ*. a sound card, editing soft- 
ware & one or mare SCSI drrves becomes a non- Imear editor of 
unparaiJed performance - at an unbeatable price 

FX-25DD Perception Effects Accelerator 
The FX-2500 Significantly reduces the time required to render 
complex non-linear transitions Although n doesn't deliver real- 
time transitions, it significantly improves the produchvity ol 
non-linear editing systems by dramatically speeding up ihe ren- 
dering time for many effects and transitions. 
*Wtth a stand-alone PVR-2500 a 30 'tame dissolve can take 
mmutes lo render, even with Ihe fastest PC, because the host 
CPU processes source fumes on n pixel -fry -pixel basts. The 
ffX 2500 reduces Ihe wailing to time id under IQ.jecojici, 



SPARK 



Spark is a DV editing system designed exclu- 
sively loi use with. DV camcorders and VCFfs. An 
allocable direct DV editing solution, all /ou 
need lo edit DV is a properly equipped cemputer 
and a DV rarticcrder Digital audio and vdeo are 
translerred from your camcorder to your hard drive in real time, using the supplied 
FireWrre cable. Non-linear editing on trie computer is facilitated with a full version ol 
Adobe Premiere 4.2 editing software which is oplronaliy included. Once content is 
edited, simply transfer bach to your DV camcorder using the bi-directional fire wire 
cable. Smce Ihe video signal remains digital from start to finish, mere is no genera- 
tion loss lor a hmshed product which rivals Belacairi SP at a I taction ol the pice 1 

DV200QU "SPARr DV Board 599.95 

OV200Q "SPARK" DV Board With Full Version Adobe Premier 4.2 849.95 





STEED R H Z 

MACK 3.5 

Digital Video Editor for Windows NT 

The ullimaie d-gitat video editing software. Speed-Raror MACH 3.5 edits full screen. 63 heids per s,econs h CCIR601 DroarJcasi- 
qualty video Designed for the DPS PVR-2500 and Truevision's TARGA series video capture cards. Speed-Razor MACH 3.5 Is the 
tastes! and most powerful tool for editing and cprnposit ng video dips, animations, stills, music and sound etfecis 



.Spe;<f -Razor features infinite video., audio, Imtsffloa and ellects 
Uicfel and comes with Raior Blades— transitions and feffeCU to 
enlyiici" yuur pruduciion There are prcssi fumbles, fades and 
wipes which you can easily cusiomire and save 88 new pMset<. 
In addition. Inere are special image effects which are unquesiton- 
abfy Ihe higliest quality ol any syslem— jnalog or digital Speed- 
Ra2nr spons anii-dliased 3D DVEs, tn mlimte channel chroma 
keyer and an eKcellent character generator, use ihe included 
eHects or transitions. Jayer them to create new ones, make your 
own grayscale bitmaps to use as transitions, or use 3rd parry 
plug-in effects— ihe tlenbility is yours 



There are two user defmatile resolution anodes |lliumbiail and 
final) to facilitate ediling. The thirinbnait mode ,iilu ,'.■>, you to use 
Speed Razor in the field on a laptop then transler the project fite 
back at ihe edit suite and automatically recaplure and re-tender 
me entire project at RlSl resoluti'jn 

RS~122 control and batch capture module allow you lo automate 
video captu'e vis SMPTE time code, so digdizmg video and auft'O 
is simple and painless, fn tact, with the innovative 'Virtual 
Ediing" tonction you can actually edn yair project, complete 
with ellects anJ transitions — before you'w digdired a single 
frame ol visleo 



COMPOSITING: 

• tnlnne number of layers of \ ceo dips, still and jrnmaliors can 
be composited together 

■ Handles any resolution from Betacam [720 X J80} up lo 
OmnimaK film (4000 X AOOQ) 

• '■'■■'- ; . i j - i :.'. L.';rriU ; red using sn alpha clmiinl. key color 
trarsparancy, still or traviimg mattes 

FILE FORMATS: 

■ Reads and writes AMI files (created by DPS" PAR). PVD liWs 
(Perception.), DVM files (TARGA 1 MO and 2Q00) and sequences 
DfTAflSAnles 

• Convert tiles between any of the folfowlng lormats ANI, PVD 
DVM, AVI, BMP TGA, FLC FLI WAV 

• Project based: Library lor orgarunng your work 
AUDIO: 

• Handfes audio up to DAT [48 k4z) quality 

■ Infinite number or audio tracks for mulh-iayer audio mixing 



EFFECTS: 

* Blur {circular, gau&sun, fait), tml. bnjhlness. ad|uslmenl chro- 
ma key. crop, displacement, emboss. Irewe frjmf , glass UDC- 
Itin). greyscale, mven, loop, matte pixetate, repeat heids scale, 
transparency, sttobe, turn red/greentolue 

* 3D DVE (translates and/or rotates an muge in three dimensions 
on the X.Y and Z axis) 

■ Sets a color channel to an assignable value) 

* Titles [full blown CG using any Windows font in any color wjth 
automatic dtcp shadow) 

* Sub-pixel rendering for incredibly smootn matian 
> Ellects can be applied to infinite sources 
TRANSITIONS: 

* includes over 100 grayscale image itans.tions, crosslades. lumi- 
nance lades, tade to/from black, fade to/from white, push, twirl, 
hwtsl n -.y. :umbies flip. turn, stale tfocm) 

■ Transitions can be applied ber/ween inlinre inputs 



in:syne Speed Raior MACH 3.5 far DPS PVH-250D and Truevision TARGA Series , CALL I 



NewTek 



; L'G^ WAVE O 



5.5 



3D Animation Software 



Explosive ideas thai tfti ihe boundaries ol 3D animation deserve a 
program lhat can realize Ihem in erciimg new ways Creating 
worlds lhat no ones ever seen Creatures that have never walked 
tne Earth. Special ellects. games, web sites - all creations that 
exist only in yrjui rrimd Jntil now 

LighiWave 30 gives you an easy way to create the most sophisti- 
cated 3D animation imacmabie. wilts lormidafjte u p a b B tfes from 
an incredibly powerlul prolessiorul animation: systim its into- 
rtrve. complete, easy-to-use layout and modeling system delivers 
the uibmale <n creative wninjl. not to mennon flenibihry - the likes 
ol which you've never seen And unparalleled features tor model- 
ing, surfacing lighting and animating are right at your fingertips 
Lightwave 3D packs a waiioji ol a punch Ra /tracing, motion 
blur, MelaMation. inveise kinematics (IKf, Banes, held render- 
ing, lens Hares, compositing ■ Ihey re all here. LightWave 3D S 
OpenGL and Ou'Ckdraw 3D suppor mean you can see your 
creations in real lime. 

What s more NewTek. improved Lightwave 3D s anti-aliasing 
quality by 300 percent over earlier versions the/ also improved 
the accuracy of IK. and increased speed by 500 percent. Its robusl 

Open GL 

• QpenGL Of QuickOrjwJD supports real-time shaded mews and disp 
through wire frames in Ihe OasnGL preview window, 

MttaNURBS 

• High-speea meta modeling lor mirKl-bogglirg creations, 
Lightwave s unique MetiNURBS <s an elegant and easy way to 
model cb-ects by iransformmg polygotsai models 'o tJ URBS smr- 
EHH in real time hletaNURBS delivers incredible detail and 
iiexiciiity sa you can create smooth organic objects even 
though the modei is actually based on polygonal Geometry. 
Modeler lets you switch seamlessly between polyrjonal modeling 
and ihe organic power ol TJURBS lor the best ol both mdda 

• Dragnet and Smooth Safe ■ designed to help you mrfe with 
Organic models. Both are especially gteat lor rVeuNURBS 
objects. Pius the new extender plug-in owes you &dded control 
over the obiecfs you create wilh MeiaNURBS 

• Also incorporates traditional spline- -based mrjoeiing tools. 
(Brewer and hand drawn curves automatically converted to poly- 
gun surfaces) The spline modeler lets you create any sittfM you 
can dream up in incredible detail and lets you end essly modity 
your creations .^ there s nothing you cant create. 

Boolean Tools 

• Boolean tools lo cut, slice and combine objects. With 
LighlWaves Boolean tool, things fake shape tast. The Boolean 
principle is simple Arid Subtract Intersect Take simple primi- 
tives, like spheres or cubes, and create complex strapes quickly 
and elforilessly 



piyg-in arttiitetiute means you can choose feature options thai 

malch tie way you work- And its exceptional Image quality and 

throughput make Lightwave 3D an ideal choice for special etlects 

in television. Mm, commercial work, web page development 

nrapMc arts vidao games and education. 

With all ct (his its no wonder you ain find Lightwave 3D in more 

Hollywcod animation suites than any other 3D program 

Yet you can get all ol UghtWave 3D s great features arc e^cep- 

tionat p?rlorman£e lor a price tar more aftoroatfe Itian you 

dreamed posvble in fact. liglrUfVave 3D costs up lo 75 percent 

less than comparable programs 

It s no use having a great program if you can t run it So 

LightWave 3D is available for all of the mosl popular ptatlorms 

Window <3i. Windows NT. Power Matrrttosn. D£C Alpha SGInt 

and Sun Microsystems. 

Tfirow in tyvii ■iO.OQO loyal art.sts who share what they know, and 

you won t be able lo wait 10 get yo^r hands on LighlWave 3D 

After all, by giving many 3D desigrets their start, arid moving 

Ihem from the garage to their own special ellects companies. 

LigtilWave 3D has changed peopfe s lives, 

Support 

lays many surface attributes Preview objects as solid or see- 

Other Features 

■ 30MF Support on PowerMac 

- WetaEa'ls modeling plug-m • Mew MetaForm? plug-m 

■ Surlace editing directly in modeler 

■ Graphics tablet support standard 

■ Randomization for bevel and array toots 

■ Two way data sha'inj between !a/aut and rnoceler 

■ Dramatically increased graphic redraw speed 

• Easy-io-use Usso style zoom 

• Hundreds of polygon modeling tools, mciuding exttude lathe, 
bevet. mirror, clone quantiie, jitter and subdivide. 

■ Postscript and TrueType font compatibility 

• Draw freehand shapes or Irace over images 

■ Work among len different layeis 

- Multiple view options 

■ Macrcs lo automate complex lunctions 

• Multiple levels of undo ^ redo 

• Automatic standards - design in metric. English or SI measure- 
ment units 

■ Mathemalical functions can be typed direclty into numeric 
requesters 

■ Translator loaders-' sabers lor ttitse formats 3D Studio. AutoCad 
lDXP)andAliiyWa>elront(OBJ) 









Adobe 



AFTER EFFECTS 3.1 

Post-Production Tool for Compositing, 

Motion Graphics and Special Effects on 

Windows and Macintosh 

After Effects 31 is the industry standard for professional motion graphics created or\ 
Windows-based: PCs or Macintosh, It provides the power and breadth ol features 
required by film makers, video producers and editors, graphic designers, multimedia 
professional's and wet developers to produce high-end. unlimited composites. Ilurd ani- 
mations, and sop hist i cited special effects Available for Macintosh and Windows. After 
EHects 3 1 is tightly integrated witti the Adobe product family, so d you work with 
Premier. Photoshop, oi niusuaior, you already tive the skills, shortcut know-how. and 
hardware to make Aftir Etfecis a seamless, pov.erlul extension of your creative arsenal. 
Turn your computer into a moiicn-giaphics studio and put awe-inspiring action into your work. 
SOPHISTICATED COMPOSITING: 

■ Combine digitized materials from arty source lo create sophisti- 
cated composites and traveling manes using transparency, com- 
plex masks and alpha channels Animate Photoshop layers and 
Adobe Illustrator art wi>h new direct import capabilities 
SPECIAL EFFECTS: 

* After EHects lets you use plug-in effects ranging Irorn precise 
color correction filters lo wipes and blurs, and even 
Photoshop lillers. You can also animate each effect indepen- 
dently river tune 







NOTION GRAPHICS: 

* Position and animate layers with unlimited keyframes and sab- 
pixel accuracy. View and edit your spline-based motion pathi 
on-screen Ensure super smooth motion al any speed with t eld* 
rendering and true motion blur. 

AFFORDABLE DUALITY 

■ Wilh Attar EHects you can create anything you can imagine. Get 
lop-giality motion graphics for lim. broadcast Of CD-FtDM— at 
I fraction ol ihe cosl ol & dedicated 
hardware system. 



Artel 

Boris Effects 2.2 



A software -based multi-channel DVE generator, cc-mple'e v;Uh iniratiame interpolation, matte 
manipulation, and multiple keyframes. Boris Effects allows you to create youi own custom 
moves Boris ships wnh a keyframe library ol Over ISO customizable eHects including cubes, 
picture-m -picture, chroma keying, tillingsolt edges, masfcs, fillers and compositing o! i,n - -.v : 
track ol video and graph cs Effects tan be saved or used with dif reieni video source clips Eas I, 
create 3D flying logo effects trom PICT. TIFF, bitmap. Video for WintJows and QuickTime files 
using an embedded atphj channel. Other featutes nclude borders and drop shadows which can 
be colorized and made sort and translucent, control over camera position and light source with 
specular highlights Bastd on a plug-in architecture. Boris is compatible and closely integrates 
into Adobe Premiere and Alter Etfecis. Media 1 00. Avid MCXpress. IttSyiK Speed Razor. FAST 
VM-Siudio Plus and D-Vsion Online desktop non-tinear editing sysicms. Once msialled in your 
syslem, II appears in the transition list and is easily accessed from then iransilions and fillers 
menu. Il is not a background application and no ertFa memoiy is required. 




1 Up to 65.000 tracks of vdea and graph.es 

■Blur and bevel titters 

■ Full control c! image scale (size), positioning, oepth and opacity. 

' New 30 effects wilh depth control to create cubes or slabs with 

up to 6 dilfeient videos, picts or colors on each of the 6 faces 
1 Futl manipulatioo of pin files nrlh alpha channels tc create logo 

fly-by or iitlmg Drop shadows with variable positioning, opacity, 

softness, color and distance. 



• N-'.'. i.ii ft. i .«!■.(! lighting tract. Add ke^rameaWe speculat and 
ambient light to your eftect 

* New crapping features with full so'tness control ot ihe edges and 
blend tor really smooth soft wipe Type ol effects 

* Variable pr/ut points for unique rotation control. 

♦ Uses SLb-puel mterjjotation. field rendering and anti-aliasing 'or 
clean and smooth eHects 

• Includes a tree year of upgrades and lull tech support 1 



Ml ITEMS ARE COMPLETE WITH ALL ACCESSORIES AS SUPPLIED Br MANUFACTURER 
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Order Toil-Free (US &Cs 

800-220- 

Information & Orden 

212-633- 



Customer Service: i 
-G33-6807 ■ 
Hour Fax Line: ', 
-633-7717 
E-Mail: t ' 

istate@nyct.net l 



U'jti Din A'/hjjuh ('j'jfUBr 2ilih ss/Uzii) ttzw Yurk, MY JUU1 J 



Desktop Video • Hardware • Software * Drives • Boards * Monitors • Printers 



AMIGA 

Software 

AsimCDFS 58-95 

ZsplJai Tools _ 36-95 

Page Stream 3.1 224.95 

Cross Mac -..,66.95 

Termite 42.95 

AMI TCP/iP 4.1 99.95 

lmagBF/X2.6 .220.00 

Epson Stylus Driver 34.95 

Directory Opus 5.0 CALL 

Cross Dos Pro 6.0 39.95 

G.P.Fax 67.95 

Word's Worth CALL 

Mastering ISO 139.95 

Studio Primer 2.1 ...94.95 

Quarterback .,42.95 

Quarterback Tools 42.95 

Termite TCP 59.95 

l-Browse 42 95 

Peripherals & 
Hardware 

Cyber Vision 64 30 4mb.. 295.00 

Cyber Storm Power PC CALL 

Mega Mouse 26.95 

Amtrac 64.95 

DKB Mega Chip 198.95 

D KB Spit Fire SCSI 89.95 

A-520 Video Adapter 29.95 

Power Supply for all Amigas CALL 

A!! Custom Amiga Chips CALL 

Cyber Storm MK-II 679.95 

Keyboard for A-2000/300CV4000 69.95 

High Density Floppies 

Intern af/Exlernal 99.9571 29,95 




Panasonic S-17 525.00 

IDEK HF 9D17E 649.95 

Sony CPQ 220VS 839.95 

Tostiiba Timm CALL 

Amies Tech 1438S 369.95 

AmigsTecti 1764-S CALL 



Panasonic AG-EZ1 2699.95 

Panasonic PV-DV710 1859.95 

JVCER-DV1 1299.95 

JVCGR-DVM1 1679,90 

SONY 

i/r^f/i 




Amiga Toaster & Fty*zr 42onfiffuratSons 




FREE! Bonus CO w/Sysiem Purchase 

includes: Games, Utilities, fonts. 

Toaster FXsttMSfnhn) 

Basic 

• Amiga 4000-1 

•04025mhi • IBmb RAM 

■ZlgigHO -Wt CO-ROM 

• Toaster 4000 Version t.2 

•Amiga Tech I43S-S Monitor 



Intermediate 

• Amiga 4000 ■ T 

•MOWmbi '22mbRAM 

•2.1 gig HO -6* CD-ROM 

• Toaster 4000 Version 4.2 

• Amiga Tech I43S-S Monitor 



Advanced 

•Amiga 4000T 

• OOOSOrnbi » 64mb Rem 
•4.3 gig HO •I6x CO-ROM 

• Toaster 4000 Version 4.2 
• 2Q~ Toshiba Timtn Monitor 



Software 



AV8R + 239.95 

AV8R Pro * CALL 

Render FX CALL 

FlyFX CALL 

Co-Pilot Audio 82.95 

Co-Pilot Video 82.95 

Composite Sludio Pro 129.95 

Wipe Studio 129.35 

Alpha Paint ...339.95 

Wave Maker 139.95 

Control Tower 134.95 

Navigator 82.95 

Audio Thundur In-Stock 

Pro Mix CALL 

Hardware 

Little Magic Box 729.95 

Calibar.. 319.95 

Y/C+._ _ 792.95 

Y/Ct Toaster Calibrator 149.95 

Drive-In Case 389.95 

Octpuss Cable 9995 

Drive-In A/V Pro CALL 

Sync Strainer 46,95 



Free Trial Issue of "CIUS TOASTER' 

Basic 

- Video Flyer Version 4.2 
•2— 4.15 qig Video HO 
• I -2.1 gig Audio HO 

• Octupus Cable •Drive Case AY 

Advanced 

* Video Flyer Version 4.2 
■! BAgto Video HO 
•1—3.1 gig Audio HD 

• Octopus Cable -Drive Case AV 



Professional 

• Video Flyer Version 4.2 
•2- 23 am Video HD 

• I— 3.1 gig Audio HO 

• Octupus Cable 

• Drive In AV Pro Case 



6?a<4&£ fy/mmfrtmf/£>rmgfff 



- - ■■-"■■■'- — -^ 

CD ROM's, 
Optical's & Drives 

Iomega Jaiz 2 gig InVExt CALL 

Iomega Zip/Jar.* Cartridges CALL 

Iomega Zip Drives 149.95 

Quantum 3.1 gig SCSI 369.95 

Seagate Elite 23 gig .CALL 

Exa-Byte 8700 LT 7-14 gig 719.95 

3-1/2 & 5-1/4 HD Cases 89.95 

Matrox Millenium II / 4mb 179.95 

Audio Trix Pro 229.95 

Adaptec 2940 UW 269.95 

Oxygen 102 609.95 

Oxygen 202 CALL 

Ordit Trackball 62.95 

Fire GL lOOuVBrrA. CALL 

Wireless Keyboard 129.S5 



AnimationVkieo Systems 



Intel Pentium tSGmttz MMX 

SlSK d:1i SSriti Ram 

AIXm-TowtrBW/PS 15$&HB 

12* CQ&em t.44mv floppy 

ATtVtotoCtrtfabEDO SB f$ tut Avm 

Kayiteart! Mouttt IKWSpezker Win 35 



T 9W 



Intttl iVnlitiin 200mht MMX 

tmCKht ftttolttm 

AtxmtrMmmwps tr^KD 

t&EO.Rom 1 4tmb Roper 
ATI V.aea Cam 2rrb SC-Rsir. SaieaaA-We 
Keyboare Mouse XXM Speaker W*irtT4 

■f/rrt 



r<?<?? 



IflM P. hi. kim IS 233inhx 

3PQW PS 

SJTKCaiK* Stmbftim ATXM-TwnW 

6 4 we W0 2*> CO-Bom J.44mt> Floppy 

Manor Mtiliem 4n£ SB If bHAu&Q 

Keybaarti Mcvss MOW Spotters WmNTi 



■***>.-... i ■:,.■. - t -M 

World Construction Set .539.S5 

ScalaMM200 519.95 

Painter 50 274 95 

Bryce2,0 174.95 

After Effects 629.95 

Digital Fusion 1595.00 

Boms FX 3.0 .319.95 

Director 6.0 CALL 

Pixel 3D 6195 

Photoshop 4 568.95 

Mesh Pair.t _ .324.95 

Animator Studio Pro „..439.95 

Sound Forge 4.0 .294.95 

De-Blabeliior Pro CALL 

Poser 2.0 - 129.95 



JVC 
GR-DV1 

War Id's Smallest 
& Lighten Digital 

Video- CiJPieu 

Newt GV-PT2 Printer 




*£t$p* 




Intel Pentium 2BB 

,300m hx 

DEC Alpha Sy stems 433mhx 



Direct DV Editing 

Jam itiMri th* OK Spark fittWrt vtwtf m your 
K Of Pawtf MAC pktj m yov OV fSiBeofHar on ff 
STtft ttkHtiQ wffi nV li- 1 v$nion of AricJw Prstrrurr 
!:'$ G*uf tuy. Atiar ycu ftrasf. uMms yout progsam, 
,uxJB-anirttfreQi'i!3iabickarBr&erit6VrittUi 
your evneenjer. fit$sa/vift$ edflJpfiK rrOso ono 4 
out/to tviiljy Eiih DV copy >f a perfect cfont of 
i*\e Sftffifi! footage. 



rYew.' Lightwave 5.5 CALL 

New! Lightwave 5.5 Upgrade CALL 

Plug-Ins & Add-Ons 

Motion Plug-In Pak CALL 

Macro Form Intel 234.95 

Surface Effector 84.95 

Puppet Master.... ....: 2B9.95 

Scene Machine „ 179.95 

WaveNetPro 309.95 

Lock & Key _ 149.95 

Zipper CALL 

Impact „ .294.95 

Image Magic CALL 

Con Moti on CALL 

rVew Plug-Ins Available, 
Call tor Pricing. 



exlure 



Corporate Backgrounds 109.95 

Cemelot Collection 149.95 

Plaid Com..--:jii l\ix> 

Reel Fire CALL 

Reel Explosion ., CALL 

Snap Maps I S II each 1 19.95 

Sotar System Kit 89.95 

Surface Pro CO 68 95 

David's House CALL 

Ultimate 3D 0bje:ts 129.95 

Accurisr 18 Perfect People 229.95 

Lightrom «_ 28,95 

Light Rom ft 41,95 

D.E.M.Rom CALL 

Multi-Media Backdiups 39.95 

Interior Design CO 134.95 

DIGITAL 

Processing Systems 




OPStbclV 794.95 

DPSV-Scooe 789.95 

DPS Remote 232.95 

DPS Percep:.on 1539.95 

DPS Perception w/Lrve Capture...CALL 

DPSA4V - 1199.95 

DPS Live Capture 824.95 

DPS m Card 625.00 

DPS Spark _ CALL 

DPSHotlywwod CALL 




• Ffif 0HL* WKfO Minx w* fit JnWiiY tc ctt Id the ftria' 
•TttOMLr ViiM £<!W tveh IrfoU l»tv* ' 

• it* OfVif v-ato £mv tAtb hum 'mnjAL edit- 
ing'' *Tt#aiilVV*}taii}.-iz:mP< 'AUTO EDITING"! 
« Tin OHLfWAtoCaiMwZt Tmt Sftf-tfJiMtf 30 Otis' 
' n \ Qttfn 0,tShT NTSCtrr'Alfiwtl •HiitimipO 
*XCi*XQ{ktHa.Ht.P 'HmkrSttfS-fiV tvUinfttt' 

r*nt> *BitcftCiprjwt"t&'ft'fiSiSDeck£9attBti 
'Acrtptiltmip^plLg-iKs' * VtemtfAufo SCtuattiflg! 

*fDLtQponsfldetycr?Eisytyiii9-vn:>Trfttet 'Arte 
Q*1tf3mrJ>.-s iA-'T-ebisirgi 5jjpgt M WIp ft j f 



Store & Mail Order Hours: 

Mon-Thurs 9-6; Fti 9-2:30; 

Sun 10-5; Closed Sat 



v .'Adit Card Surcharge 

,rders Processed Within 24 Hours 
Overnight Delivery Available 



» ii w >i»Hwtww» > 



invlabtt!. V#ff^^«f 1 ;^rtprfi*>^wJJdjt>5^fctmdt#^«rrt RetvnSi^jSlhtYSpF^tltttoiiaVWO^i^i^ 
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lightwave 3D 

'' Alpha, MAC, SUN, SGI &An,g° 



(or INTEL, 



Since 1983 



DJO DIRECT 

^^^V^DE O , 3DD E 5 I G N & A N I H A I I O N AND ADVANCED COMPUTES G « A P H I C S I 



Exclusive New 
DVD Bundle! 




■■•..,* ; 



Lightwave 3D 5.0 

and 0xygenl02 

LiotitWave 3D with a Dynamic Piclures Oxygen 
3D accelerator is the artist's choice lot creatng 
special effects tor popular television shows, 
feature films and commercials, as well as 
graphics for corporate videos, video games, 
print and much more. 

If you bought LightWave 3D 5.5 (Ml a 
upgrade) smx Itt/T 97 gel a $50 instant rebate 
on the purchase of an Oxygen 102 or 202. 

LW 3D 5.0 & Oxygen 102 ' 1,499 

DM 3D 5.0 & Oxygen 202 '2,149 

Add IW 3D 5.5 Upgrcdc '399 




Universal 3DCD a a collection of 

450 royalty-lree 3D meshes and images by 
Dedicated Digital Imagery for computer 
animates This library has buildings, vehicles, 
anatomy, furnishings and more! 

'lit" 

*119 9 



Universal 3KD [{HMM01] 
Digital Museum [DD 13002] 



Plaid Componiofi [DO 13003] 



22 9 




Vertiiectric 1.1 

This LighjWave 30 p^ug-in creates electrical 
effects in the Modeler and Layout portions of 
LightWave 3D. Whelner you want to spice up your 
logos or produce rea islic nalural effects, put 
VertiLectiic in your graphics toolbox! 

Bfevirij Er,lerprrs« [VE R2D01 ] *79" 




Real World Navigation Suite 

The Real World Navigation Suite allows uses to 
build interactive panoramas from 3D models 
rendered in LighlWave 3D, II is also a great 
pre-renderrng tool lor quick proof rg. 

Infinite rklurm [IM2MI] s 329 9 



Surface Effectors 1.1 

A powerful plug-m that lets you achieve truly 
dynamic effects in record time Create 
anfmaieaoie null objects that allow enveloping cl 
ALL Surfacing attributes, in your scenes. 

'79' 



Prem 5ubrntimonyom (Sf-HMI] 




Video Toaster Flyer Systems 

Vkfeography pros of every desenption get off to 
a flying slan with Video Toaster Flyer. Lei Digital 
Video Direct custom configure and install your 
Amiga-based system. We ate the e>perts" 



'CALL for a quote 




Motion Plug-In Pack 

This five-m-ene plug-m package from NewTek 
helps ansnators create realistic motion. Plug-ins 
included: Gravity Oscillator, Follower. Serpenl 
and Cyci st, 

'234" 



Motion Pack [NI-X2007J 
Film Grain |N1 -K200B] 



s 139" 




Perception Executive Producer 

TtVf Conptttt. Prelessiaael, Non-liaeofj Av4ii/Yi4tt r 
Put P/tjJuflicn ifittm 

PERCEPTION PVR Dij.-a \<ok Recoidir & Capture Card 
PERCEPTION MV D<jta' Mu* Tram Auto 
PERCEPTION PfX PVRTwsWAB*k3fWty 
plus QPS VlDtO ACUON PVR EDITING SOFTWARE 

'CALL 



DPS tier/ Bundle! 



Configured Integrated Systems 

Let Digital Video Directs knowledgeable sales 
slat) cusicm configure and install ^our system 
according to your needs 

'CALL for a quote 



I 

16 Amazing Utilities For LightWave 3D 

■ Q v c-Trv V'R ra"£'.a*ra cfi-iiera 

■ Vs'.3&q sac! 'saa arxJ wtfe 



- ■..■- -..-..■■ ■- 

• Shane* blend 

■ bnghtness cowasl 

■ layout & stance tools 

• object replace 

■ parent to object 

■ .■■.=, v:;-: r : ■■-;■;:-' 



- :.~r' " """:-■ 
•F-esrs shsde' 

- : ■'■ 
•vdecrcse 

• Onto-VU 

• video lines 
■ oo-nn. si-ing 



P&ACJAtl&i 



Surfaces surfaces, and more surfaces! 
Fractalizer. new from Dynamic Realities, is a 
fractal ncise shader plug-in that replaces 
Lightwave's Fractal Nose, adding even more 
control and versatility over ammaton. appeararce 
and opacity. Using Fraaalizer. you can create Ire, 
explosions, and hyper realistic clouds without the 
huge rendering lime. 

ReoliTools [DN-IZOW] '139'" 
Frailaliier [DNR20I0] s 1 39" 



PLATFORM KEY 

O Windows © DEC Alpha 

Q MAC Q Amiga 




VertiTilities 

IS Utility P/ug-ms for LightWave 3D 
Renins Enterprises VeniHi.1es is a set of powerful 
plug -ins to' the Modeler and Lay-out portions of 
LightWave, Includes Film Gran Brush n Pencil. 
Transparency Gtadent, Minor, Loft and more! 

Blevins Enleipriw (VER2002I '1 19* 



Inside LightWave 3D 5.5 

Whether you are a begirner loofcng fora tutorial or a 
professional exploring new levels of creaSrvity. tn$Kfe 
UghtWave3D 5.5will inspire you to creaie stunning 3D 

images and anirMO" 

MotMillon Publishing USA [UC-M6Q0&] J 39" 



Digital VltJeoDtrecl SCO' Crk Si, Charr&ag'!. L 61851 QURPQLCY: VISA Masre^atf At^^t Erpaw * ft=^^ 

£'3 3:xr^.'^.dUjD{jr£i^ftWtf W$ & n& wsporste fa typograpteaf ermrt 15% rvstxteq tee lot 

im&ivtijmetiartrKiiex&wQefftorsarne /teems accepted Hilton 10 days Dttnvo>CB date Citsunwt is resp&is&e for ^sfippm? ctarpes SHIPPING tMJbs 55.O0. &2Qbs actfSf-Jflfc. utw5fts. 
ov&XJbs. add 50e* ever 20 bs. Ratesap&y to orders shaped eithGaxrtflma'VSonty Few ywr fMectart we &eck credit carts rfwrupfiy {NTK9B021SQI) 
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dvdirect.com 

3001 Clark Si., Champaign, IL (1821 

BUSINESS LEASING 
AVAILABLE 

CALL FOR DETAILS 

SAME DAY SHIPPING 

888-383-5933 

TOLL FREE [888-DVD-LW3D1 

Sales Men.- fit Ecm ■ 1 Opm & Sal. 8am-6pm CT 
Customer Service: Man,- Fri. 9gm-5pm CT 

24 Hour Order Fox: 217-356-4312 
Customer Service: 217-355-2785 
Irtlernel Orders: Solutions@dvdirect.com 
Inlernalional Sales: 217-355-2785 
Web Site: www.dvdirect.com 



ra 



Si ^ 



UXB \/QOQ( 






302 235 1204Orderline 
302 235 1506 Information 
302 235 1507 24 Hour Fax 

4571 Kirkwood Highway Suite 170 
Wilmington DE 19808 



SAME DAY SHIPPING! 
http://www.devineinc.com 

EMAIL :devine@devineinc. com 
ORDERLINE 1 800 699 4049 



Amiga Hardware 



A520 video Adopter 


(#022141 


Clarity 16 


l#027031 


Cybervision 44 3D W/4MB 


1*022451 


Cybervlsion 64 Scan Doub 


l# 022511 


DKB Cobro 1200 33/33/00 


(#020521 


DKB Megachlp 2000/500 


W024O0I 


DKB Muliistarl II 6A 


[#039021 


DKB Ropidfire 


(#021011 


DKB Spitfire 


(#02111) 


0KB Wildfire 66060 A2000 


(#020501 


GVP I/O Extender 


(#023011 


ICD Flicker Free Video II 


l#02207) 


Lllfe Magic Box WQ 


1*022161 


Megolosound 


(#027041 


Midi Interface, Pyramid 


1*027001 


Reiina Z2 


(#02231) 


ReHna Z3 


(#02224) 


Supergen SX 


1*02206] 


Supergen SX Studio 


(#022181 


Sync Strainer 


(#03202] 


Video Flyer V4.2+ 


(#022021 


Video Toosler V4.2+ 


(#022011 


Vidi 24 RT 


1*022381 


Vidi 24 RT Pro 


(#02222) 


Villogelronic Ariadine 


(#07004) 


Viltagetronic Uana 


(#070111 


Villogetronic Picasso 11+ 


(#02213) 


Villogelronic Picasso IV 


(#022331 


Vlob Motion 


(#022231 


Mob Motlon/Z2/Tocatta 


1*022531 


Vlab Marion/Z3/Tocatta 


1*022251 


Vlob Y/C External 


1*02242) 


Vlob Y/C Internal 


1*02226) 


Wijard 560DPI Mouse 


(#04401) 


YCP-GA Y/C Adopter 


1*02240) 


Y/C Plus 


l#02241| 



Amiga 
Software 



3D Rom Volume 1 or 2 


(#51077) 


AMITCP/IP 


(#50002) 


AWeb II 


(#53047) 


Audio Thunder 


(#54002) 


Address it 1.5 


(#53048) 


Blitz Basic 2 1 


(#51033) 


Cinema 4D 


(#51079) 


Control Tower 


(#53011) 


Co Pilot Audio 


(#54000) 


Co Pilot Video 


(#55003) 


Cross Mac 


(#50000) 


Crass DOS 6.0 Pro 


(#50001) 


Cybergrapnix 


(#53004) 


Dem-Rom 


(#51080) 


Deluxe Paint 4 




Diavolo B-Up Standard 


(#53049) 


Diavolo Backup Pro 


(#53050) 


Digital Universe 


(#56001) 


Directory Opus Magellan 


(#53013) 


Easy Ledgers II 


(#51081) 


En Print 2.1 


(#53024) 


Oiskmagic 


(#53033) 


Gamesmith 


(#56002) 


Gigamem 3 12 


(#53051) 


GP FAX Generic 


(#53030) 


Hi Soft Basic 2 


(#51082) 


Hollywood F/X 


(#50003) 


Imago FfX 2.6+ 


(#53006) 


Irnagemaster R/T 


(#51083) 


Impact' 1.05 


(#51051) 


Interchange Plus 


(#53010) 


Kara Collection 


(#51011) 


Lightwave 3D S.O Amiga 


(#51037) 


Lightwave 3D 5.0 Upgrade 


(#51031) 


Lock & Key 


(#51086) 


Macroform 2 


(#53053) 


Main Actor Broadcast 


(#51013) 


Mam Actor Professional 


(#51141) 


Multimedia Backdrops 


(#55008) 


On the ball 


(#53041) 


Pagestream 3 3+ 


(#51012) 


Pro Vector 3 


(#51084) 


Pro Wipes 2 Vol 1or2 


(#53054) 


Radar 4000 


(#51007) 



$ 19 

179 

; J9 

125 

149.95 

149.95 

29,95 

139.95 

99.95 

1199 

109 

239 

69°. 

49 

39 

509 

549 

689 

739 

49 

Call 

Call 

269 

379 

249 

89 

259 

379 

1499 

2499 

2749 

Call 

Call 

29.95 

95 

B49 



69 

89 

45 

69 

26 

65 

239 

139 

90 

90 

69 

39 

49 

29 

119 

59 

93 

124 

89 

145 

29 

39 

88 

£5 

47 

95 

225 

215 

75 

195 

95 

79 

call 

259 

159 

229 

2>i9 

79 

3.-. 

34 

159 

179 

59 

299 



SAS/C Developemenl (#51085) 149 

Scala Art Library II (#55006) 19.95 

Scala Art Library III (#55007) 19.95 

Scala MM300 (#55002) 139 

Scala MM400 (#55000) 199 

Scala MM400 Upgrade (#55004) 69.95 

Sequencer One* (#54004) 35 

Termite TCP/IBrowse (#53005) 89 

Turbo Calc 3.5 (#54005) 59 

Twist 2 Database (#54006) 119 

Typasmilh 2.5 (#54007) 29 

Upper Disk Tools (#53052) 26 

WfordWorth 5.0 (#54008) 119 

World Construe. Set 2.0 (#51004) 375 

World Atlas CD (#56000) 44 

Zip/Jazz Tools (#53019) 24.95 



Lightwave 
software 



PHASE 5 Cyberstorm MK III 

■ Up to 1600% speed increase Desktop A4O0O/O3O 6, 800% for 68040 25mhz owners 

- Includes 128MB ram expansion capibifily lor A4000D/T A30Q0D/T 

- Ultra Wide SCSI I & II FAST HARD DRIVE CONIROLIER - Up to 10 MB/Socond Iranslor role 

68060@50MHZ BOARD $675 



Low heat, power & profile simms for maximum performance - * MB 60ns 10.00 

REMEMBER' Wo have our LIFtUME WARRANTY on CPU FPU 8MB 60NS 2o -0° 

and RAM (MEMORY) chips! ,6MB 60NS 3000 

32 MB 60NS 60.00 



18 Perfect People LE 
1 8 Perfect People 
3D Objects 
Impact! 2,0 Intel/MAC 
Impact! 2.0 DEC Alpha 
Impact! 1.x -=■ 2.0 Upgrade 
Leny '97 Tutonal CD 
Lock & Key Intel/Mac 
Lock & Key DEC Alpha 
Lightwave 5.0 Upgrade 
Lightwave 5.5 Upgrade 
Light-Rom 4 
Ligtit-Rom Gold 
Moving Textures 200 
Particle Storm v2.0 Intel 
Particle Storm v2.0 DEC 
RealiTools Intel/MAC 
RealiTools DEC Alpha 
Sparks Intel 
Stripper Intel 
Stripper DEC Alpha 
Universal 3DC 



129 

349 

15.50 

499 

575 

call 

79 

159 

249 

275 

439 

39 95 

29 95 

249.00 

329 

425 

139 

229 

159 

119 

199 

119 



and RAM (MEMORY) chips! 

TRADE IN YOUR OLD 
ACCELERATOR & PAY 
ONLY $ (call for details) 



Warp Engine upgrade kits - 
40mhz (#03600) 95.00 
33mhz (#03605) 75.00 



Amiga SystemsWTNon Linear HW 



We have older A4000/3000/2000 CALL 
reconditioned systems now 
available. (Limited quantities) 

Amiga 400OT SYSTEM |#01109| 1995 

68040 « 25MHZ - 2.108 HD -6 MB RAH 
SCSI II HD Controller Cord - Software bundle 

Amiga 1200 SYSTEM (#01107) 599 

6 B020 9 16MHZ - HDs Avoiloble-2M8 RAM 



Lightwave 5.5 Intel/Dec 
$ 1599.00 

Adobe Premiere 4 2 $475 DO 

OnStage 20bit 

AWESOME PRICING 1299.00 



•TRUEVISION 

TARGA 2000 PRO 3499 
TARGA 2000 3299 
TARGA 1000 PRO 2199 
TARGA 1000 1799 


■BB 


DV300 

$679 

The Best Call 
Price CaM 
Awaits S a !! 
You ! Call 


HMnlA: 


lllliO 


Video or Motion DC10 
Video or Motion DC20 
Video or Motion DC20+ 
Video or Motion DC30 
Video or Motion DC30+ 
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VIDEO TOASTER & FLYER SYSTEMS 



Amiga 4000T System 



Motherboard with two video slots, five zorro III slots, 3.5" (#01111) 
floppy disk drive, mouse, keyboard, two megabytes of $1795.00 
ram,2100+ megabytes of hard disk space, software bundle 
Processor Options - A4640/A3640 68040 © 25mhz w/CPU, FPU&MMUmZQoS) $ 175.00 
( up to 400% taster )Two simm sockets C y b e r s t o r m 68060 @ 50mhz w/CPU, FPU & AAMU $675.00 



Reauires a must ourchase processor 
option listed below. 



REMEMBERI We have a lifetime warranty on all memory purchased 
from De Vine Computer Sales I 



( up to boo% faster yFour simm sockets poWER PC 200 200Mhz CPU w/68060 @ SOmhz 

Memory Options - (Minimum often megabytes of ram required, more recommended ) 

4MB 1x32 60ns simm (#034001 
8MB 2x32 60ns simm (#03401) 

76 & 32 MB SIMMS are for use with MS Warp Engine & A4660 16MB 4x32 60ns simm (#03402) 

Processor Options, they will not work on the A4000T Motherboardl 32MB 8x32 60ns simm (#03403) 

VideO TOaSter 4.2+ - (Hardware + Lightwave, Switcher Character Generator. Paint Prg. ) (#02201) 

VldeO Flyer 4.2+ - ( Video Toaster REQUIRED!) (#02202) 

9.1 GB HD Video Tested / Formatted & HQ5 Configured 

Stores 99%* HQ5 Mode 1 That's approximately 35 minutes of HQ5 footage' (Standard mode stores even more! ) 

4.6 GB HD Video Tested / Formatted & HQ5 Configured (#14544) 

Stores 99%+ HQ5 Mode! That's approximately 18 minutes of HQ5 footage! (Standard mode stores even more! ) 

2.1 GB HD Video Tested / Formatted & HQ5 Configured (#14568] 

Stores 99%+ HQ5 Mode! That's approximately 8 minutes of HQ5 footage 1 (Standard mode stores even more! ) 
OCtOpUS Cable "(Required trj connect flyer to external cabinet ) (#03205) 

Midtower Chassis / External Cabinet - (#03304) 

Houses up to NINE devices, five 3.5" bays four 5.25" bays, 250 watt power supply. Ihree 
internal scsi daisy cham cables, 7.7" wide x 18.1' lall. 16.6' long 

32X Plextor CDROM DRIVE & AS1M CDFS 3.8+ - 

Required to install toaster/ flyer software 



$ 1395 

$ 10.00 
20.00 
30.00 
60.00 

$ Call 

$ Call 

$ 799.00 

$ 499.00 

$ 369.00 

$ 99.00 
$ 195.00 



(#14219) $225.00 
(#53001) $ 49.00 



Need some reasons 
to buy from De Vine ? 



- Same Day Shipping - Wo Sales Tax In Delaware 

- Lowest Restocking Fee (Only 10% As Of October 01, 1997) 

- Lifetime Warranty On CPU & Memory (Ram) Chips 



Do your shopping then call us for the LOWEST price, or save yourself time and order from us now! 



-TmWST 

. • ■■■■ 
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DIGITAL 

PROCESSING SYSTEMS INC 

Perception Video Recorder (#02217) 1590 

Perception Capture Option (#02248) 859 

RS 422 Option (#02249) 185 

Bundle with external cable (#02227) 2369 

Perception Audio A4V (#02243) 1229 

Perception FX Accelerator (#02250) 829 

Time Base Corrector IV (#02203) 795 

Edit Bay (#02299) 699 

Vector Scope (#02221) 795 

Animation recorder A / PC (02236/7) 1599 

SPARK w/o Adobe (#02281) 449 

Spark w/ Adobe Premeire (#02280) 595 



CPUS FPU upgrades ^[Removable Hard Drives 
and Replacements 



66040RC40 W/MMU 8. FPU 


IH034O4) 


95 


65040RC33 W/MMU & FPU 


W03405) 


85 


68040RC25 W/MMU & FPU 


(3934061 


49 


68030RC50 W/MMU 


(#034081 


49 


6803ORC40 W/MMU 


(*0340°l 


39 


68030RC33 W/MMU 


(#034111 


35 


6803WC25 W/MMUI 


(#034121 


29 


6ai82RC50 MATH CO-PROCESSOR 


(#034141 


45 


6B882RC40 MATH CO-PROCESSOR 


(#034151 


39 


68882RC33 MATH CO-PROCESSOR 


(#03416) 


35 


68882RC25 MATH CO-PROCESSOR 


(#034401 


29 


68881RC25 MATH CO-PROCESSOR 


(#03417) 


20 


NTEL PENTIUM PRO 200 


[#03601] 


C 


NTEL PENTIUM 200 


(#036061 


A 


NTEL PENTIUM 166 


[#03602] 


I 


MtAX & Pentium II mailable 




L 



Tape Backup Drives 




EXABYTE 

8700 LT External (#14951) $649 

7GB uncom- 
pressed UGB 
compressed 
60MB per minute 
2 year warranty 
SCSI I & II 
BMM 160M 

Eliant 820 (#14964) $1399.00 

Interns! Same specs as above 6700LT but can 

also turn off compression ana can venfy 

data Its also twice as fast ! 

8MM 160M Tape (#15205) $15.00 

Sony SDT9000 12GB/24GB $ 1039.00 

Works great with Flyer, Perception. 

Targa, etc ! ■ Two year warranty 

12GB uncompressed - 1.2MB/Second 

24GB compressed - 2.4MB/Second 

SCSI lill- Uses DDS3 TAPES 

DDS3 4MM 125M TAPE $ 29.95 

SONY 

SDX300 25/50 (#14953) 2799 

3072k / second - two year warranty 

25 GB uncompressed / SCSI I & II 

50 GB compressed I 8mm 1 70m 

8MM 170M TAPE (#15209) S95.00 



Pinnacle Systems || 



Extensive stock of Motorola, lntel,& 
Cyrix processors available, so if what 
you are looking for Isn't listed, call usl 



Memory / Ram Chips 



SIMMS 

64MB 72PIN 16x32 60ns (#03442) 249 

32 MB 72 PIN 3x32 60ns (#03403) 60 

16 MB 72 PIN 4x32 60ns (#03402) 30 

08 MB 72 PIN 2x32 60ns (#03401) 20 

04 MB 72 PIN 1x32 60ns (#03400) 10 

We are proud to announce that we offer 
a LIFETIME WARRANTY on all chips 
we sell. 

DIMM, SIMM, ZIP. DIP, 8 PIN to 168 PIN 
Call with your needs! 



Amiga Custom Chips 



Kickstart 13 rom 
Kickstart 2.04 ram 
Kickstart 2 05 rom 
Kickstart 3 1 rom 
Kickstart 3 1 roms 
3.1 Upgrade Kit Complete 
3 1 Upgrade Books & Roms 
3 1 Upgrade Books & Disks 
Amber 

One MB Agnus Chip 8372a 
Two MB Agnus Chip 8375 
8520 CIA 

8373 Super Demss 
Super Dmac Revision 04 
Super Busier RBvsion 11 
Super Ramsey Revision 04 
30/2620 upgrade kit 
91 upgrade kit 
nus 2.1 Upgrade kit 



Miro DC 30+ $845.00 , 
Miro DC 20+ $499.00 

FAST 

Fast A/V Master $699.00 

- Includes Media Studio 

Pro 5.0 Full Version 

I http://www.devineinc.com 
Hollywood FX 3.0 $349 j devine@devineinc.com 



Amiga Repair & Diagnostics 



Advanced Amiga Analyzer 
- Diagnosic Hardware and 
software for 
your Amiga ! 



OMega Jaz Internal 


(#14908) 


299 


OMaga Jaz External 


(#14907) 


399 


OMega Zjp Internal 


(#14906) 


139 


OMega Zip External 


(#14905) 


139 


SyQuest 44MB Internal 


(#14900) 


99 


SyQuest 270MB Int. 


(#14960) 


149 


SyQuest 1.5GB SCSI 


(#14913) 


275 


SyQuest 1 5GB IDE 


(#14916) 


27S 


44MB Syquest Cart 


(#15200) 


39 


B8MB Syquest Cart 


(#15201) 


49 


270 3.5" Syquest Carl 


(#15202) 


54 


Jazz Cartridge 


(#15213) 


85 


Zip Cartridge 


(#15210) 




19 


CD Rom Readers 




Toshiba 32x IDE Internal 




99.00 


PLEXTOR 32X Internal 




225.00 


4800k/second - 95ms 






seek time - 256k buffer 






scsi IS//- Caddyless 






PLEXTOR 32X External 




275.00 


CASE, power supply fan & 






DB25-CENT50 cable 






Toshiba 12X Internal 


(#14130) 


99.00 


2400k/second - 150ms 






seek time-512k buffer 






scsi I & II - Caddyless 






Toshiba 12XXtemal 




168.00 


also includes case with 






power supply, fan & 






DB2S-CENT50 cable 






ASIM COFS (AMIGA) 


(#53001) 


49.00 


FWB TOOLKIT (MAC) 


(#53043) 


15.00 



CDRom Recorders 



Yamaha 4260T 

6x Reader & 4x Writer 

2x Rewriter 

SCSI INTERNAL (#14224) S 449.00 
SCSI EXTERNAL (#142248) S 499.00 

Yamaha 4001T 

6x Reader & 4x Writer 
2x Rewriter 

IDE INTERNAL (t/14225) S 449.00 

Yamaha CDR400T 

6x Reader & 4X Writer 

SCSI INTERNAL (#14207) S 425.00 
SCSI EXTERNAL (#14708) S 484.00 

Panasonic. 

6x Reader & 4X Writer 

SCSI INTERNAL (#14223) S 355.00 
SCSI EXTERNAL (#14708) S 414.00 

RICOH 6201 

6x Reader / 2x Writer 
& 2x Rewriter 

SCSI INTERNAL (#142158) S3S5. 00 
SCSI EXTERNAL (#14708) S 414.00 

Mastering Software 

Master ISO V2.Q (Amiga) $ 69.00 

Toast (MAC) (#53038) S 40.00 

Easy CDPRO (IBM) (S53D37) S 49.00 

Version 2.11c with Direct CD Software' 



CD-R Media 
CD-RW Media 



$1.90 Each 
$19.00 Each 



Hard Disk Drives 



Quantum* 

18.2 GB Atlas III SCSI 
1024k Buffer (cache) 
7200 rpm - 7.5ms • 5 Year 

9.1 GB Atlas ll-N SCSI 

9.1 GB Atlas ll-W SCSI 
1024k Buffer (cache) 
7200 rpm - 6ms - 5 Year 

4.5 GB Atlas ll-N SCSI 
4.5 GB Atlas ll-W SCSI 

512k Buffer (cache) 

7200 rpm ■ 8ms - 5 Year 
4.5 GB Viking SCSI 

7200 rpm - 8ms - 5 Year 
6.4 GB Fireball ST SCSI 
6.4 GB Fireball ST IDE 

5400 rpm - >10ms -3 Year 
4.3 GB Fireball ST SCSI 
4.3 GB Fireball ST IDE 

5400 rpm - >10ms - 3 Year 

3.2 GB Fireball ST SCSI 
3.2 GB Fireball ST IDE 

5d00 rpm ->10ms-3 Year 

2.1 GB Fireball ST SCSI 
5400 rpm - 10ms - 5 Year 

2.2 GB Atlas II N SCSI 
2.2 GB Atlas II W SCSI 

7200 rpm - 9ms - 5 Year 



Call 



(#1454B) 
(#14576) 


799 
799 


(#14544) 
(#14574) 


499 
499 


(#14631) 


375 


(#14635) 
(#14632) 


399 
299 


(#145716) 
(#14571) 


299 
259 


(#14556) 
(#14562) 


275 
199 


(#14572) 


239 


(#146258) 
(#14625) 


269 
299 



c2? Seagate 



23GB ELITE 423451N 

23GB ELITE 423451 W 

100OORPM! 7.5 MS' 

NOTHING IS FASTER ! 
9 1G8 CHEETAH 19I01N 
9.1GB CHEETAH 19101W 

7200 rpm - 8ms - 5 yrs 

99.10+% HQS III 
9.1GB Barracuda 19171N 
9 1GB Barracuda 19171W 

10000 RPM! 7.5 MS! 

NOTHING FASTER I 
4.5GB CHEETAH 34501 N 
4.5GB CHEETAH 34801V) 

7200 rpm - Bms - 5 yrs 
4.5GB Barracuda 34S72N 
4.886 Barracuda 34572W 

7200 rpm - Bms • 5 yrs 
2.1GB Barracuda 32272N 
2 1GB Barracuda 32272 W 
52520A 2.5GB (IDE) 



(#14547) 
(#14617) 



(#14613) 
(#14614) 



(#14549) 
(#14569) 



(#14615) 
(#14616) 



1649 
1699 



1049 
10S9 



779 
799 



635 
665 

539 
539 

359 
399 
199 



Drives we have sold have proven to be vary 
reliable! Up to 100% usage Digitally on OPS 
Perception, Newtek Video Flyer, Targa Series, 
Miro Series, Avid Systems, Media 100 

Not sure which drive suits you best? Call usl 



Amiga Replacment Parts 


Keyboards 


79+ 


Floppy Disk Drives 


39+ 


Power Supplies 


29+ 


-A4000, A3000, Etc. 




Custom Chips 


Call 


Cases 


25+ 


Motherboards 




- A4000, A2000, AS00 


$50- 


-A3000. A1000.A600 


SS95 


Hard Drive Controllers 




-A2091. GVP4008 


$99- 


- Fastlane Z3, Etc. 


$399 



Vtto 






302 235 1204 Orderline 
302 235 1506 Information 
302 235 1507 24 Hour Fax 
http://www.devlneinc.com 

4571 Kirkwood Highway Suite 170 
Wilmington DE 19808 



ORDERLINE 1 800 699 4049 



AM£X.O5COVER.MAS1lRCARD.V1SA.DIN£RSaUBAN0C0OAliiCaPT£0 MAI PREPAY- 
MENTS 10 IK ADDRESS OH liFl PRICES AND tfEOfCAHON ARE SUBJECT 10 CHANGE WITH- | 
OUT NOTKE DEFECTIVE rTEMS REPLACED WITH SAME ITEM. All SA1ES ART: FMAL AFTER TEN 
DAYS RETURNS ARE SUBJECT TO 10% REST0CF3NG FEE. PLEASE CALL 301 33S I SOS FOR SN-M 
SPORE RETURN!* MERCHANDISE RETURNS WITHOUT RMAi WILL BE REFUSED SUPPING 5 
NOT REFUNDABLE WE ARE NOT RESP0K6811 FOR INCOMPATIBJUTY Of PRODUCTS COOS ARE | 
CASH ONLY COO FEE IS S6 00 " 19.95 B FOR AIRBORNE EXPRESS SELECT DELIVERY SERVICE UP 
TO FNE POUN05 W ACTUAL AND/OR DWEN5IONAL WEIGHT 
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Register now for 
Animation Career 
Training Classes in 
Lightwave 3D in the 
San Francisco Bay Area! 



Full Time Classes • Part Time • Corp. Training 
•Animation Resources, Sales & Service 



www.exchange3d.com 

999 E. Stanley Blvd. 

Livermore, CA 

J^ 94550 

animation Training 371-4500 
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LIGHTWAVE -ALL PLATFORMS 




TOASTER/FLYER 



Amiga Service Center 



Voice: Hardwares Software; 

(619)589-9455 Phase V Power Up 
p ax . Graphic and 

<-A1Q\ CSQ ZKf\ Acce| e r ator Cards, 
[Oiy) 5«y-3ZJU tbcs and Genlocks 
Lightwave plug-ins 



Email: 

tIivcly@eonncclnet.coin 



<& 



Lightwave tutorials 
LAN & Internet sw 
JAZ & DAT 
removable media 
CD-Rom Writers 
A4000T and A1 200s 
Multi-platform 
networking 
23 GB drives 

ALPHA RENDERING 
http://www.iworks.com/tlc/ 



The Lively 
Computer 

8314Parkwaj Dr., 
La Mesa, CA 
91942 



NONLINEAR EDITING 
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Inform ♦ Introduce ♦ Influence ♦ Instruct 




PRINTS 



Articles 

News Items 

Advertisements 



t St., < 

-_■« L 

ST 



Reprints of New Tekniques articles, advertisements, 
news items or special announcements are available 
through Advanstar Marketing Services. Customized to 
meet your specific needs, reprints are highly effective 
when you use them to: 



fOff UGMTWAV 


N 


1 





♦ Develop sales and marketing handouts for distribution 
at trade shows and consumer expos 

♦ Develop direct-mail campaigns 

♦ Provide product/service literature 

♦ Compile reference materials 

♦ Train and educate key personnel, new hires 

♦ Enhance press kits 

♦ Present information at conferences and seminars 



Mary Clark 

Advanstar Marketing Services 
800-822-6678 ♦ Fax:541-686-5731 
859 Willamette St. 
Eugene, OR 97401-6806 



Atlanta, Georgia 
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TRINITY 



Medial 00 
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Non-Linear Workstations 



ACS Computer & Video specializes in 
Non-Linear editing systems, sales, and 
support. Our technicians have been in 
the business for years and have 
hands-on knowledge in all aspects of 
Amiga, MAC and PC-based editing 
systems. Media 100, Flyer 
suites on premise and availible for demo. 
TRY BEFORE YOU BUY! 



Video Toaster Flyer Sales & Service! 

Repairs and Upgrades 
on all Amiqas! 



til Mnniqas! 

its in stock anct availible 



All COmpon flnia tit ;>(l/l-/* cttiu eivaiHOlB 

for exchange. Loangr Toasters Availible! 



ACS 



Computer & Video 

5344 Jimmy Carter Blvd. 
NORCROSS, GA 30093 



Ph: (770) 263-9190 
Fax: (770)263-7852 



Toll Free: 

1-800-962-4489 

(orders only} 



D VS-Directl 800-379-7267 



69 Beaver Dr. Suite no DuBois Pa 15801 y our Direct Source for Desktop Video 

PH 814 371 5640 FAX 814 371 2033 r 



ADDA 



To Your Toaster System 



DVS Direct is Your #1 Source for All Video Toaster and 
Flyer Products . We use the Flyer and understand the 

needs of the Video Production Professional . 
DVS Direct is a Full Service Newtek Authorized Dealer. 



4, 9, 23 GB Video Drives 



Toaster/Flyer Software 

Guide . The lastest listing 

of third party products for 

the Toaster & Flyer 

call 814 371 3033 

to order 




Snapshot for 

Newtek's Video 

Toaster and 

Flyer 

Only $69.95 

Snapshot automates the task of grabbing still photos to 
Toaster Framestores or Flyer stills and Includes a GPI 
foot control. Snapshot Is perfectly suited for the wedding 
and event producer needing to digitize large numbers of 
photographs quickly and easily. The foot controller allows 
the user to keep their hands free to operate the camera 
and handle the photos. The user need not touch the 
keyboard or mouse until done with the digitizing process. 
Snapshot automatically names the stills or framestores in 
the order they are grabbed. This allows the user to grab a 
large number of pictures In the order needed and then 
move (hem quickly Into a project Snapshot now works 
with ell versions of Toaster Software. Requires Arexx . 
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VIDEO TOASTER & 
FLYER SYSTEMS 



BUY - SELL - TRADE 



New and Used 
AMIGA COMPUTERS 

Amiga Parts & 
Repairs 



Pinnacle Genie Plus 

& DPS PERCEPTION 

Packages 



Free video accessory 

catalog & bulk videotape 

price list (Includes Labels, 

Sleeves, and Cases) 

Call or Fax us with your list of 

items to sell, trade, or purchase 

Ph.(610)372-1010 

FAX (610)378-9606 
econnect@ptd.net 

ELECTRONIC CONNECTION 

635 Penn Ave. 

West Reading, PA 19611 



"Our 15th Year in Business! 



VI 



Videology, Inc. 
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Sen in% the professional video and 
computer graphics marketplace. 

Sales, Service and support for: 

NewTek 

LigluWave 3D, Toaster, l-'lyer 

Amiga + 

Carrera Workstations 

Intel Workstations 

MegaDrive Video Storage 

for Media 1 00. MCXpress, Post Box, etc 

LET'S TALK! 
(800)411-3332 

■ - Ninv <iwn«l by Oali: Way 200(1 
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NEW CD Rom with over 850 high 

quality Lightwave objects 

Sci-Fi 

Household 

Sports 

Industrial 

Electrical 

Street Scene 

Chemical 
Construction 

Freelance Modelling 

WEB http://www.ddlabs.co.uk 

EMAIL info@ddlabs.co.uk 

(44) 1843 836145 
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^USED AMIGA EQUIPMENT^ 
FOR SALE 

• 4000-040 desktop's $995 

• PAR cards $595; TBC-IV's S475 

• Toasters S525 up; Flyers $2995 

• Sunrize AD51 6 cards $595 

• 3000's $350 up; 3000T-040 S949 

• 2000's/accelerators/tower kits 

• 1200's$275 

BUY/SELL USED/NEW 
AMIGA SYSTEMS 

WE REPAIR ALL AMIGAS 

//ardDrivers CO. 

407-636-3393 hrgreen@worldnet.att.net 

v y 

Circle Number 235 

Fill out the subscription card 
in this issue, or call 
800/346-0085 ext. 477 





I MUSIC AND EFFECTS 

Your One-Stop Source! 



16 Libraries/148 CD's! 



S Target Trax '- a NEwrfuii service budget Bray. 

Re profile" - 16 full length CD's of quality "remeedle 
drop" music. Lots of "Industrial" and much, much more! 

;: MAX-EFX " - SCO "most useable" real stereo sounds, 

■ E-EFX "- Over 600 supeA electronic effects. 

I Powertrax^- Powerful Iterates for AV/Yideo& Broadcast. 

(' MAX TRAX' - A ful Horary of 5-7 ninute selections. 

I Super Themes -Bigger than life sound at a buy-out price, 

I America's Trax'" -Historical, period, patriotic. 

8 Digrtal Ditties'' -The ultimate in multimedia music, 

1 Hot SpotS s - 402 *0's and :30's for radio, TV, multimedia. 

1 ClaSSiC Tracks'"- Full* orchestrated classical music. 

si We've Got The Spirit"- Motrvataai'image building. 

v Sound Scapes'- A panorama of raual musk. 

' Momentum "-Coipoiate cheers and "jingles," 

1 Back Trax"- Music shtes of the Ws.SO'siWs 

a VTrax'-Alyoa add is the narrative. 

For a FREE Demo call: 

1 (800) HOT MUSIC 

1 (800) 468.6874 



1948 Riverside Drive ■ Los Angeles. CA 90039 
I (213) 666.7968 • http://www.cssmusic.com 
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IS. Computers 
& Video 

818-760-4445 www.vgn.com 

11300 Hartland Street North Hollywood CA 91605 

N=wT=k 

INCORPORATED 

FLYER V^jra^ 

LIGHTWAVE 3D 

T.S. Computers has been 
addressing the needs of video 
professionals and animators for 
over fifteen years. We are a full- 
service dealer, and our 
professional staff looks forward 
to providing you with the tools 
you need to get the job done! 

AMIGA ^m 



VIDEO RECORDER 
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ADVERTISE 

in the 

NewTekniques 

CLASSIFIEDS 

FOR RATES AND 

INFORMATION, 

CALL 

LUANNE RAO, 
(212)929-2116 



ADVERTISERS 



:M 



COMPANY 


PG. # 


CIRCLE # 


INTERNET ADDRESS 


TELEPHONE # 


3D Exchange 


60 


227 


www.gleep.com\3 d\exchange.html 


510-371-4500 


ACS Computer 


61 


230 


bruce@acsvideo.com 


770-263-9190 


Aspen Systems, Inc. 


13 


208 


www. aspsys.com 


800-992-9242 


B&H Photo Video 


52-53 


221 


www.bhphotovideo.com 


800-947-9938 


B&H Photo Video 


54-55 


222 


www. bh photovideo.com 


800-947-9938 


Blevins Enterprises Inc. 


45 


218 


http://bei .moscow.com 


800-205-5161 


Carrera Computers Inc. 


cv. 3 


226 


www.caiTera.com 


800-576-7472 


Computer Video Associates 


62 


236 


cva@ix.netcom.com 


800-HOT-MUSIC 


Desktop Images 


5 


203 


www.desktopimages.com/desktop 


800-377-1039 


DeVine Computers 


58-59 


225 


www.devineinc.com 


302-738-9267 


Digital Data Labs 


61 


234 


www.ddlabs.co.uk 


44-1843-836145 


Digital Video Direct 


57 


224 


www.dvd irect.com 


800-322-1261 


DVS Direct 


61 


231 


www.dvsdirect.com 


800-379-7267 


Dynamic Realities 


2 


202 


www.dynamic/real ities.com 


800-944-5520 


HwtTonir ("nnnwtirwi 


61 


232 

206 




610-372-10(0 
800-862-0004 
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Eyeon Software 


II 


www.eyeonline.com 


Graphic Detail Inc. 


7 


204 


michael@iglou.com 


800-265-4041 


HardDrivers Co. 


62 


235 


greenl@iu.net 


407-636-3393 


Intergraph 


cv.2-1 


20! 


www.intergraph.com 


800-291-9909 


Lab 3D. The 


62 


238 


www.thelab3d.com 


888-507-5678 


Lively Computers 


60 


228 


tliveiy@connectnet.com 


619-589-9455 


' Media Quest Studios 


« 




206-852-1074 




Multimedia System Design 


!7 


209 


www.msd-nyc.com 


212-979-2310 


One and Only Media 


9 


205 


oaomedia@chelsea.ios.com 


908-964-4546 


OZware 


29 


213 


ozware@aol.com 


360-805-0148 


SafeHarbor Computers 


50-51 


220 


www.sharbor.com 


414-548-8120 


Surface Effectors 


45 


219 


www. noblestar.net/-prems/ppp. html 


904-575-6051 


T S Computers 


62 


237 


www.vgn.com 


818-760-4445 


Tri-State 


56 


223 


tscamvid@aol.com 


212-633-2290 


Video logy 


61 


233 




800-411-3332 





EDITORIAL REFERENCES 



COMPANY 


PG. # 


CiR< 


Blevins Enterprises 


6 


196 


Infinite Pictures, Inc. 


37 
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NewTek Partners, L.R 
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Nova Design 
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194 


Radiosity 


38 


197 


Viewpoint 


6 


195 



CIRCLE* INTERNET ADDRESS TELEPHONE* 

http://bei.moscow.com (800) 205-5 1 6 1 

http://www.smoothmove.com (800) 990-2449 

http://www.nationalamiga.com (5 ! 9) 858-8760 

http://www.newtek.com (2 1 0) 370-8000 

http://www.novadesign.com (804) 282-1 157 
http://www.wavetech.net/~wave/ (612) 484-4097 

http://www.viewpoint.com (801) 229-3000 
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MUSINGS FROM OUR ACE UGH 



Devil With a Silver Dress on 

Why 1 Hate Circuit City 



I 



know this column is usually reserved for insightful 
musings, witty banter, and scathing commentary but 
this month I'm steering it in a slightly less lofty direction. 



Someone's messing with my new toy and I'm pissed. 



Men don't understand women, 
qui jobs give us stress, and our cars 
break down; in the end we can only 
trust in our toys to give us uncondi- 
tional joy. God pity the poor fool 
who tries to take that away' 

This brings me to the Storm 
Troopers at Circuit City. In con- 
junction with a biaintiust of Los 
Angeles entertainment lawyers, 
they've developed a scheme to 
potentially screw with the new 
DVD format. For those who have 
not yet experienced it. DVD truly is 
tha' bomb! When I read about it a 
few years ago 1 held out on collect- 
ing laser discs to see if it would be 
as good as promised. It is! 

The picture is astounding, the 
sound cleat and dynamic, and it's 
all on an itsy-bitsy CD. Don't let 
anyone spout any mumbo-jumbo 
about artifacts to you — I watch 
DVDs on a 10-foot screen every 
day and it really looks gorgeous. 
I've never collected movies, but 
with this kind of quality (at S20 a 
pop, no less) I've now got enough 
to open my own rental outlet 

The format has received excel- 
lent reviews and sales have been 
steadily increasing. Just as the 



Christmas sales were about to 
skyrocket, a man named Richard 
Sharp held a press conference to 
announce a new, competing, 
DVD-based format: DiVX (it 
stands for Digital Video Express 
and is pronounced "div-ex"). 

When you buy a movie on DVD, 
you pay your 20 bucks, take it 
home, and watch it whenever you 
like, as often as you like. Simple, 
right? That's the way the world 
works when you buy something! 

DiVX, on the othet hand, is a 
pay-per-play scheme. With this 
format, you buy that same movie, 
but as a digitally encrypted DVD, 
for rive bucks. When you stick it in 
your special DiVX DVD player 
(costing $100 to S150 more than a 
regular DVD player), a clock 
counts down from the moment 
you press play; thus begins your 
48-hour "rental" period. When that 
time is up, you can't watch the 
movie (or any part of it) again until 
you instruct the machine to bill 
you for another two-day "rental" 
petiod (about S3). The player 
(which has an internal modem 
and must be hooked up to your 
phone line) keeps track of every- 



thing you watch and automatical- 
ly calls the DiVX center once a 
month to log your viewings and 
send you a bill. If you watch the 
movie enough times and pay a 
certain amount (around the price 
of a regular DVD), it may be 
unlocked permanently. (The 
details of exactly how this will 
work are still vague.) 

Ate they insane?! Who wants to 
keep track of all this just to enjoy 
movies at home? I don't want a 
library of software that I don't real- 
ly own and I'll be damned if I want 
a bunch of greedy lawyers keeping 
detailed information about my 
viewing habits (which they say 
they won't give out, but won't com- 
ment on their own commercial 
intentions). 

Of course, encrypted DiVX 
DVDs will not work on current 
DVD players. As a matter of fact, 
the whole DiVX scam won't even 
be unleashed on the public until 
sometime this summer. Those 
backstabbers don't have anything 
but vaporware, yet they 
announced it right before the hol- 
idays to purposely confuse the 
marketplace and hurt DVD sales 

Who would want it, you ask? 
Good question. They maintain 
that America prefers to rent 
movies rather than buy (which is 
true) so DiVX is a natural succes- 
sor to the current rental market. 



[his whole idea Iriglilens me. I 

don't want a money-grubbing 

corporation to own the movies 

on my shelf. 

BYMOJD 

Many stores already rent DVD and 
many more plan to do so, making 
DiVX a moot point. 

However Mr. Sharp and his 
cohorts feel that we should not 
underestimate how much Joe 
Public hates to walk back to the 
corner store to return a movie. 

And there we have it. They are 
spending hundreds of millions of 
dollars to save us that 11:59 p.m. 
trip to Blockbuster Sure, no one 
likes it, but that late-night walk is 
the only exercise the average tent- 
ing couch potato gets! Americans 
will get fatter without it. 

This whole idea frightens me. I 
don't want a money-grubbing cor- 
poration to own the movies on my 
shelf. I don't want to pay every 
time I want to watch the tram 
wreck from The Fugitive, and I 
don't want the DiVX people to get 
their way, which would mean 
extending their pay-per-play scam 
to music CDs and software! 

How can you fight it? Buy a 
DVD player now and enjoy it, Vote 
with your dollars and hit them 
where it hurts. Money is all these 
people understand and lack of it is 
the only thing that will make 
them go away. There are a lot of 
electronics stores out there so do 
me a favor, OK? Next time you 
need to visit one. just keep driving 
past Circuit City. 

Mojo is a supervising animator at 
Foundation Imaging. 
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The Impossible Made Possible 
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Scott Ross, CEO and President of Digital Domain said, "With 
Titanic, we undertook one of the most ambitious and complex 
projects in film history. We needed a partner who could quickly assemble a solution specific to our application needs, 
and handle our cross-platform and networking issues. Because of their attentive Follow-through, we actually consider 
Carrera to be more of a broadcast company than a hardware company. They worked 'round the clock' to make the 
impossible possible. The results speak for themselves." 

Carrera, The Power Behind the Scenes 

Carrera uses the 211 64 family of Alpha microprocessors. The fastest processor in the world. 
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Lightwave 3D 5.5 




High performance, power 
and speed... options included 




Mark Thompson & Jeff Goldman, animators. Fusion Films. Courtesy of Sun Microsystems, Inc. All righ n reserved. 



What's got the speed of the Starship Enterprise, more 
muscle than Hercules and the innovation of some of the 
world's hottest commercials? LightWave 3D 5.5 and it's 
got more under the hood than ever before. 

We've added so many great new features, enhancements 
- even a gizmo or two - that it's almost impossible to 
imagine an animation program that could give you more 
ease or creative freedom. And, not only does Lightwave 
3D 5.5 work on multiple platforms, its new interface 
thinks like you do and feels familiar on any of them. 

Its feature list is robust, to sa\ the least. With new 
multi-threaded rendering, you'll fly through design work. 
Open dialog boxes greatly increase interactivity and 
direct workflow. For ultra-realistic lighting effects and 
particle rendering, you can't beat the powerful new 
volumetric engine. And if you need to do lip-sync or 
enhance your character animation, you won't want to do 
without Morph Gizmo. You won't have to either, because 



it comes standard with the program. In fact, from 
raytracing, MetaNURBS"', inverse kinematics and Bones 
to lens flares, Super Cel Shader, field rendering, com- 
positing, OpenGL and tons of plug-ins, it's all included in 
LightWave 3D 5.5. 

No matter how good you are, you'll find something 
new to love about LightWave 3D 5-5 every time you tise 
it. Even more incredible, it gives you the same caliber 
work that comparable high-end animation programs 
do - for about one- third the cost. That's why it's in more 
Hollywood animation suites than any other 3D program. 
So put yourself in the driver's seat bv getting 
LightWave 3D 5.5 todav. 
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